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NATION-STATE COMPACT
Between the
ONEIDA INDIAN NATION OF NEW YORK
and the

STATE OF NEW YORK

THIS COMPACT is made and entered into on March , 1993, by
and between the ONEIDA INDIAN NATION OF NEW YORK and the STATE OF

NEW YORK.

RECITALS
WITNESSETH:

WHEREAS, the Oneida Indian Nation of New York (hereinaftex
"the Nation") is an Indian Nation recognized by the United States
of America, with all sovereign powers and rights theretc
pertaining; and

WHEREAS, the State of New York (hereinafter "the State") is =
state of the United States of America, with all sovereign rights
and powers thereto pertaining; and

WHEREAS, the Nation and the State each have the authority to
govern within their respective jurisdictions; and

WHEREAS, the Congress of the United States has enacted into
law the Indian Gaming Regulatory Act (hereafter "the Act" or
"IGRA") which provides in part that a Compact be negotiated between
an Indian Nation and a State to govern the conduct of activities

which constitute Class III gaming as defined by the Act; and
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WHEREAS, the Nation and the State have mutually agreed,
pursuant to the Indian Gaming Regulatory Act, to the following
provisions governing the conduct of Class III gaming activities on
the lands of the Nation in order to: (a) promote tribal economic
development, self-sufficiency, and strong tribal government; (b)
protect the health, welfare and safety of the citizens of the
Nation and the State; (c) develop and implement a means of
regulation for the conduct of Class III gaming on Nation lands to
insure the fair and honest operation of such gaming activities; and
(d) maintain the integrity of all activities conducted in regard to
Class III gaming; and

WHEREAS, nothing in this Compact is intended to affect the
operation by the Nation of any Class I or Class II gaming as
defined in the Act; and

NOW, THEREFORE, the ONEIDA INDIAN NATION OF NEW YORK and THE
STATE OF NEW YORK, in consideration of the mutual undertakings and

agreements hereinafter set forth, do enter into a Compact as

provided for herein.

SECTION 1. DEFINITIONS.

For purposes of this Compact:

(a) "Act" or "IGRA" means the Indian Gaming Regulatory Act,
Pub.L. 100-497, 102 Stat. 2467, codified at 25 U.S.C. §§ 2701-21

and 18 U.S.C. §§ 1166-68 (1988 & Supp. II).

(b) "Board" means the New York State Racing and Wagering

Board, its authorized officials, agents, and representatives acting
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in their official capacities or other such agency of the State as
the State may from time to time designate by written notice to the
Nation as the State agency responsible for the regulation of Class
III gaming jointly with the Oneida Indian Nation of New York Gaming
Commission.

(c) "Class III Gaming" means those forms of gaming that are
not Class I or Class II gaming, as defined in subsections (6) and
(7) of Section 4 of the Act, 25 U.S.C. § 2703.

(d) "Compact" means this agreement between the Oneida Indian
Nation of New York and the State of New York.

(e) "Commission" or "Nation gaming agency" means the Oneida
Indian Nation of New York Gaming Commission, its authorized
officers, agents and representatives acting in their official
capacities or such other agency of the Nation as the Nation may
from time to time designate by written notice to the State as the
Nation agency responsible for the regulation of Class III gaming
jointly with the Board.

(f) "Division" shall mean the New York State Division of
Criminal Justice Services, its authorized officials, agents, and
representatives acting in their official capacities.

(g) "Enterprise" means any individual, trust, corporation,
partnership, or other legal entity of any kind other than a
business or entity wholly owned and operated by the Oneida Indian
Nation of New York; provided, however, that with respect to any
corporation, the term '"enterprise" shall include each other

corporation or other legal entity which directly or indirectly
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controls a majority of the voting interests in such corporation;
and further provided, that with respect to any partnership, trust,
or other form of unincorporated business organization, the term
"enterprise" shall include each corporation or other legal entity
which controls a majority of the voting interests in such
organization.

(h) "Gaming employee" means any natural person employed in the
operation or management of Class III gaming authorized by the
provisions of this Compact, whether employed by the Nation oxr by
any enterprise or management contractor providing on-site services
to the Nation within a Class III gaming facility, including, but
not limited to, Class III gaming facility managers apd assistant
managers; accounting personnel assigned to Class III casino-related
transactions; Class III gaming facility security personnel; Class
III gaming facility surveillance personnel; credit executives;
Class III gaming facility cashier supervisors; Class III gaming
facility cashiers; dealers or croupiers; box men; floormen; vit
bosses; shift bosses; cage personnel; collection personnel;
computer operators and technicians; food and beverage personnel and
any other natural person whose employment duties require or
authorize access to restricted areas of the gaming facilities not
otherwise opened to the public.

(i) "Gaming equipment" means any machine or device which is
specially designed or manufactured for use in the operation of any

Class III game or activity.



(j) "Gaming facility" means any building in which Class III
gaming, as authorized by this Compact, is conducted on Nation lands
and shall include all public and non-public areas of any such
building.

(k) "Gaming operation" means any enterprise, business or
activity operated or authorized to operate by the Nation on its
lands for the purpose of conducting any form of Class III gaming.

(1) "Gaming services" means those services provided to the
Nation gaming operation in connection with the operation of Clzss
ITII gaming, including maintenance or security services for the
Class III gaming facility, gaming schools or training activities,
promotional services, printing or manufacture of betting tickets,
and manufacture, distribution, maintenance, testing or repair of
gaming equipment.

(m) "Gaming supplies" mean those goods or supplies which are
specially designed for use in the operation of any Class III gzame
or activity.

(n) "Nation" means the Oneida Indian Nation of New York, its
authorized officials, agents and representatives acting in their
official capacities.

(o) "Nation lands" means the reservation lands of the Nation
or lands within the State over which the Nation exercises
governmental power and that are either (i) held by the Nation or an
individual member of the Nation subject to restriction by the

United States against alienation; or (ii) held in trust by the
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United States for the benefit of the Nation or an individual membker
of the Nation.

(p) "Nation law enforcement agency" means the police force or
agency established and maintained by the Nation.

(q) "Principal" means with respect to any enterprise: (i)
each of its officers and directors; (ii) each of its princizal
management employees, including any chief executive officer, chief
financial officer, chief operating officer, or general manacer;
(iii) each of its owners or partners if an unincorporated business;
(iv) each of its shareholders who owns more than ten percent (10%)
of the shares of the corporation if a corporation; and (v) ezach
person other than a banking institution who has provided financing
for the enterprise constituting more than ten percent of the total
financing of the enterprise.

(r) "State" means the State of New York, its authorized
officials, agents, representatives or agencies acting in their
official capacities.

(s) "State law enforcement agency" means the New York Stzte
Police or such other law enforcement agency of the State as the
State may from time to time designate by written notice to the
Commission as the law enforcement agency of the State which will
have responsibility for law enforcement with respect to Class III

gaming as authorized by the provisions of this Compact.
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SECTION 2. AHIHQBIMAELM;NQ.

(a) Authorized Games and Activities. The Nation may conduct

within the Nation lands those games and activities enumerated in
Appendix A, which is made a part of this Compact, in accordance
with the specifications described for those games and activities in
that Appendix.

(b)  Authorized Gaming Facilities. The Nation shall establish

one or more gaming facilities on the Nation lands for the operation
of any game or activity authorized pursuant to subsection (a) of

this Section.

SECTION 3. THE ONEIDA INDIAN NATION GAMING COMMISSION.

(a) Establishment. The Oneida Nation will establish an Oneida

Indian Nation of New York Gaming Commission or another such agency
of the Nation as the Nation agency responsible for the regulation
of Class III gaming consistent with the provisions of this Compact.

(b) Authority. Such agency shall have full jurisdiction over
and shall have responsibility for Nation Class 1III gaming
operaﬁions. This agency shall have and perform duties and powers
as prescribed by the Nation consistent with the Act, this Compact,
and any applicable laws of the Nation.

(c) Hours and Davs for Gaming. The Commission will establish

the hours and days of operation of gaming facilities operated under
this Compact. In the event there are changes in the dates and
hours of operation, the Commission will notify the State no less

than ninety (90) days in advance of those changes.
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(d) Management Contract. In the event that the Nation enters

into a contract for the management of any Class III gaming
facility, that contract will expressly require the management
contractor to comply with the terms of this Compact and its
Appendices.

(e) Members and Employees. The Nation shall have sole
discretion to select the members and employees of the Commission.
Employees of the Commission shall meet standards for character and
integrity no less stringent than the standards imposed by the
Racing and Wagering Board for its own employees. All employees of
the Commission shall, as a condition of employment, be required to
undergo fingerprint and background checks by the State Law
Enforcement Agency and be certified by the Racing and Wagering
Board, which shall apply the criteria for gaming employees set
forth in Section 6(e). The Board shall grant or deny temporary
certifications for Commission employees under the same timetable as
that applied for gaming employees in Section 6. Members of the
Commission shall, upon assuming their offices, also receive
fingerprint and background investigations, the results of which,
along with an advisory opinion, shall be provided by the Board to
the designated representative of the Nation government.

(f) Identification Badges. Employees of the Commission shall
when at a gaming facility wear on their outer garments color cecded

identification badges issued by the Commission.
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SECTION 4. NEW YORK STATE RACING AND WAGERING BOARD.
(a) Board Review Authority. The State shall exercise its

regulatory and oversight role under this Compact through its Racing
and Wagering Board. Personnel employed by the Board shall have
unfettered access to all areas of the gaming facilities including
the surveillance room(s) during all hours of operation without
prior notice. However, personnel employed by the Commission shall
accompany Board personnel into secured areas where money is counted
or kept. Representatives of the Board shall be permitted to enter
all other non-public areas of the gaming facility by giving notice
to a designated representative of the Commission who shall,
immediately upon receiving such notice, unlock or cause to be
unlocked the non-public area and immediately ensﬁre that the
representative of the Board is permitted to enter. 1In performing
their regulatory and oversight role under this Compact, Board
personnel shall take all reasonable measures to avoid interfering
with the conduct of the Nation gaming operations. Each Nation
gaming operation shall provide reasonable office spaces and
reserved parking spaces adjacent to the gaming facility for the
Board and the State law enforcement agency.

(b) Access to Records. Copies of daily inspection reports
made by Commission employees and copies of any patron complaints
respecting the gaming operations shall be submitted to the Board on
a daily basis. 1In the course of any investigation by the Board of
matters within its jurisdiction, the Board may request, and the

Nation or its operator shall provide to the Board, business and
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accounting records of its gaming operations necessary to the
conduct of that investigation. Records provided to the State by
the Nation or its operator pursuant to this obligation shall be
deemed confidential and proprietary financial information belonging
to the Nation and shall not be subject to public disclosure by the
State without the express written consent of the Nation. Such
records shall remain the property of the Nation and shall be
returned to the Nation at the conclusion of the investigation,
unless the records constitute evidence in a criminal proceeding.
(c) Identification Badges. Identification badges to be worn
by Board employees while at a gaming facility shall be issued by
the Commission and be prominently appended to the approved location
on the employee's outer garment. Such identification badges will
not contain any insignia or wording identifying the State of New
York but will present a distinctive color code that will identify
its wearer as an employee of the Board. Upon issuance of each
badge, the name of its recipient, employment position and badge
number shall immediately be forwarded to the Board and the Nation

gaming operation. No uniforms shall be worn by representatives of

the Board.

(d) Number of Board Emplovees at a Gaming Facility. The
Board shall not cause to be present at a gaming facility operated
pursuant to this Compact more employees than are reasonably
necessary to carry out its functions. The Nation shall not contest
the Board's right under this provision to the presence in the

gaming facility of no less than two inspectors per shift for
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twenty-four (24) hours each day to execute its responsibilities
under this Section. Any additional personnel shall be mutually
agreed to by the parties at the annual assessment of costs meeting.

(e) Quarterly Meetings. In an attempt to develop and foster
a relationship in the enforcement of the provisions of this
Compact, representatives of the Board, the State law enforcemgnt
agency and the Commission shall meet, not less that on a quartsrly
basis, unless otherwise agreed, to review past practices and
examine methods to improve the regulatory and enforcement program

created by this Compact.

SECTION 5. LAW ENFORCEMENT MATTERS .

(a) Jurisdiction of the State. Nothing in this compact shall
alter the jurisdiction of the State of New York over Indian Land as
provided by applicable law.

(b) Powers of the State Law Enforcement Agency. Members of
the State law enforcement agency in the course of their official
duties shall have unfettered access to all areas of the gaming
facility as well as to auxiliary facilities, subject only to Stzte
and Federal constitutional limitations. Such members shall not be
denied access to any area in or about the gaming facility in the
course of those duties.

(c) Identification Badges. The Commission shall issue coloxr-
coded identification badges to the members of the State Police

casino detail. Such badges shall remain the property of <the
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Commission and must be returned to it at the conclusion of the
member's service in the detail.

(d) Pkowers of the Nation Law Enforcement Agency. If the
Nation establishes a law enforcement agency and the parties agree
that its members are adequately trained and certified, its members
may exercise concurrent authority with that of the State law
enforcement agency to maintain public order and safety and to
enforce applicable criminal laws of the State. The Nation law
enforcement agency shall cooperate with representatives of the
State law enforcement agency for the promotion of public order and
safety and the prosecution of any offenders.

(e) Role of State Police Upon Establishment of Nation Taw
Enforcement Agengy. Upon mutual agreement by the Nation and the
State that the members of the Nation law enforcement agency are
adequately trained and certified, the parties shall meet at the
next annual assessment or costs meeting between the Nation and the
State to reach mutual agreement on the respective roles of the
Nation and the State law enforcement agencies in maintaining public
order and safety and in enforcing applicable criminal laws. It is
understood that the State does not by this agreement to negotizte
as to the role of the Nation law enforcement agency agree to cede
or surrender its authority under 25 U.S.C. § 232 and 233; and it is
further understood that the State Police will remain the sole law
enforcement agency charged with the duty of conducting backgrcund

investigations provided for in this Compact and shall perform a law

enforcement function at the gaming facility.
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(f) Nation Security Personnel. The Nation shall provide

security personnel to protect each gaming facility, its employees,
patrons and their property. Such security personnel shall serve as
liaisons to the law enforcement personnel. Nation security
personnel shall wear badges pursuant to the provision of Section
6 (m) or other apparel publicly identifying them as Nation security
personnel.

(g) Coordination of Law Enforcement. Law enforcement
officers and Nation security personnel shall comply with all
reasonable requests by any representative(s) of the other to
promote public order and safety as well as the enforcement of

applicable laws.

SECTION 6. LICENSING OF GAMING EMPLOYEES,

(a) Requirement for Gaming Emplovee Licensing. No person may

commence or continue employment as a gaming employee unless he or
she is the holder of a valid gaming employee license issued by the
Commission in accordance with the provisions of this Section.

(b) Procedure for License Applications. Each applicant for
a gaming employee license shall submit a completed 1license
application in quadruplicate to the Nation gaming operation on a
form prescribed by the Commission and the Board. The gaming
employee license application shall contain such information,
documentation and assurances as may be required concerning the
applicant's personal and family history, personal and business

references, criminal conviction record, Dbusiness activities,
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financial affairs, gaming industry experiences, gaming school
education and general educational background. Each completed
application shall be accompanied by two (2) sets of the applicant's
fingerprint cards, three (3) current photographs, a signed release
authorizing a background investigation, and the appropriate fee, if
any. The Nation gaming operation shall provide one copy of the
license application to the Commission, accompanied by a current
photograph, and two (2) copies of the application to the Boaxd,
accompanied by the fingerprint cards, the remaining currsnt
photographs, any relevant fee, and the release.

(c) License Fees. The Commission may assess a fee Zfor
processing the gaming employee license application and for e=zch
renewal. The Board shall establish an appropriate fee for
processing the applicant's fingerprint cards and such fee shall be
made payable to the Board upon submission of the application and is
not refundable.

(d) Background Investigation of Applicants. The Board shzll
forward a copy of the application and one of the photographs tc the
State law enforcement agency which shall conduct a background
investigation of the applicant. The Board shall forward zthe
fingerprint cards and the appropriate fingerprint processing fee to
the Division for a fingerprint-based search of the State criminal
history record files and for forwarding to the Federal Bureau of
Investigation for a fingerprint-based search of the Federal
criminal history record files. The State law enforcement agency

shall report the results of its investigation to the Board. The
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Division shall forward the results of the criminal records searches
to the Board and shall maintain the fingerprint records on a full
search and retain basis until such time as the Division is notified
that such person is no longer employed in Class ITII gaming. Such
notification shall occur immediately following the termination of
such Class III gaming activity.
(e) Action by the Commission.
1. The Commission may deny a gaming

employee license to any applicant who:

a. is under the age of 18;
b. has been convicted of a felony;
c. has been convicted of any form

of bookmaking or other form of
illegal gaming;

d. has been convicted of any fraud
or material misrepresentation
in connection with gaming;

e. has been found through an
administrative determination to
have violated any law, rule or
regulation relating to gaming
for which termination of
employment or revocation of
license might be imposed;

f. has otherwise been determined
to be a person whose prior
activities, criminal record, if
any, or reputation, habits ang
associations pose a threat to
the effective regulation of
gaming or create or enhance the
chances of unfair or illegal
practices, methods, and
activities in the conduct of
the gaming permitted pursuant
to this Compact; or
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g. has failed to provide any
information reasonably required
to investigate the applicant
for a gaming employee license
or to reveal any fact material
to such application, or has
furnished any information which
is untrue or misleading in

connection with such
application.
2. The Commission shall deny a license to

any applicant for a position as a gaming
employee who is denied certification by the
Board pursuant to subsection (f).

3. Upon approval of a license application,
the Commission shall send appropriate
notification to the applicant, the Nation
gaming operation and the Board. The notice
shall include the name of the licensee and the
license number.

4. Any information received by the Nation
gaming operation bearing upon the eligibility
for license of any applicant or licensee shall

be submitted immediately to the Commission and

the Board.
(f) Action by the Board.
1. The Board shall issue a gaming employee

certification to any applicant unless he or she

meets any of the criteria set forth below. The

Board may deny certification to any applicant who:
a. is under the age of 18;
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has been convicted of a felony;

has been convicted of any form
of bookmaking or other form of
illegal gaming;

has been convicted of any fraud
or material misrepresentation
in connection with gaming;

has been found through an
administrative determination to
have violated any law, rule or
regulation relating to gaming
for which termination of
employment or revocation of
license might be imposed;

has otherwise been determined
to be a person whose prior
activities, criminal record, if
any, or reputation, habits and
associations pose a threat to
the effective regulation of
gaming or create or enhance the
chances of unfair or illegal
practices, methods, and
activities in the conduct of
the gaming permitted pursuant
to this Compact; or

has failed to provide any
information reasonably required
to investigate the applicant
for a gaming employee license
Oor to reveal any fact material
to such application, or has
furnished any information which
is untrue or misleading in
connection with such
application.

Board shall send appropriate

notice of certification or denial of certification
to the Commission and, in the case of a denial, the
notice of denial shall be sent to the applicant.

In the event of a denial of certification,

(17)
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Board shall provide the reasons therefor in the
notice of denial.

3. Any information received by the Nation gaming
operation bearing upon the eligibility of
certification of any applicant or licensee shall be
submitted immediately to the Board and the
Commission.

(g) Temporary Licensing and Certification. The Nation gaming
operation may request the Commission to issue a temporary license
for any applicant. In that event, the Commission shall request the
Board to issue a temporary certification for that applicant and
submit the xrelevant application, including the applicant's
fingerprints, to the Board. The Board shall issue a temporary
certification for any applicant whose application discloses no
grounds reasonably sufficient to disqualify him or her in the
judgment of the Board and the Board's fingerprint (or other) check
with the Division does not disclose grounds for denial of
certification. All applications for temporary certification
submitted within four (4) months following the approval of this
Compact by the Secretary of the Interior shall be granted or denied
within seven (7) business days of the request by the Commission and
receipt by the Board of the completed application and related
documents. All requests for temporary certification submitted
after the first four (4) months shall be granted or denied by the
Board within five (5) business days of the request by the

Commission and receipt by the Board of the completed applicaticn
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and related documents; provided, however, that the Board may
request that the seven (7) business day period apply for an
additional three (3) month period upon a showing that it is
impossible to obtain the results of fingerprint checks within the
required period. The Commission may issue a temporary license
providing that the Board has issued a temporary certification to
the applicant. The temporary certification and temporary license
shall remain in effect until either is suspended, revdked or until
such time as an annual certification and license are issued. If
the Board denies issuance of a temporary certification, it shall
notify the Commission setting forth the reason(s) for the denial in
writing. Such denial shall not interrupt the processing of the
application for an annual license and certification unless such
application is withdrawn by the Nation gaming operation.

(h) Issuance and Duration of License. The Commission,
in its sole discretion, may issue or refuse to issue a license to
any applicant who has received a certification from the Board. The
license shall be in a form prescribed by the Commission and shall
be effective for a period of not more than one vear unless
otherwise prescribed by the Commission; provided that a licensed
gaming employee who has timely and properly applied for a license
renewal may continue to be employed under the expired license until
such time as final action is taken on the renewal application by
the Commission and the Board. Upon termination of a licensee's

employment, the Nation gaming operation shall give written notice
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of termination to the Board which shall immediately notify the
Division.

| (i) Renewal of License. An applicant for a license renewal
shall submit a renewal application in quadruplicate to the Nation
gaming operation on forms prescribed by the Commission and the
Board which shall not require the applicant to furnish historical
data previously submitted. The Nation gaming operation shall
forward one (1) copy to the Commission and two (2) copies of the
renewal application to the Board for renewal certification. The
Board shall forward a copy of the renewal application to the State
law enforcement agency for its review. No additional background
investigation of an applicant for renewal shall be required unless
new information concerning the applicant's suitability or
eligibility for a 1license is received by the Nation gaming
operation, the Commission, the Board or State law enforcement
agency. The Board shall recertify an applicant unless the new
information is reasonably sufficient to disqualify him or her in
the judgment of the Board pursuant to subsection (f) (1). The
Commission may renew the license of any employee who meets the
qualifications of this Section and is recertified by the Board.
The Commission shall notify the Board of its grant of any renewal
application.

(J) Denial, Suspension or Revocation of Certification bv the

Board and Appeal.

Upon a denial of an initial annual license certification, the

Board shall notify in writing, the applicant, the Commission and
the Nation gaming operation. The notice shall set forth the
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reason(s) for denial. The Board may suspend, revoke or deny a
renewal of any gaming employee certification for any violation of
this Compact or if new information concerning facts arising either
prior to or since the issuance of the initial certification, or any
renewal thereof, is received by the Board which information would
justify denial of such initial certification, or any renewal
thereof. The action of the Board in denying an initial annual
license certification is reviewable in the State Supreme Court upon
petition of the applicant. No certification shall be suspended,
revoked or renewal denied except after thice and hearing under the
State Administrative Procedures Act and the applicable rules and
regulations of the Board and may be reviewable pursuant to Article
78 of the New York Civil Practice Laws and Rules in the State
Supreme Court upon petition by the applicant. The Board shall have
the authority to summarily suspend a certification pursuant to such
administrative procedures. Upon the suspension or revocation of a
certification by the Board, the Commission shall accordingly
suspend or revoke the license of the gaming employee.

(k) Denial. Suspension and Revocation of License bv _the

Commission.

Upon a denial of an initial license application, the

Commission shall notify in writing, the applicant, the Board and
the Nation gaming operation. The notice shall set forth the
reason(s) for the denial. The Commission may suspend, revoke or
deny a renewal of any gaming employee license for any violation of
this Compact or Nation ordinances or if new information concerning
facts arising either prior to dr since the issuance of the initial
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license, or any renewal thereof, comes to the attention of the
Commission which information would justify denial of such initial
license. The Commission shall immediately notify the Board of
every denial, suspension and revocation of a gaming employee
license.

(1) Display of License. The license issued by the Commission
shall be carried on the person of the licensee in a manner
prescribed by the Commission at all times while at a gaming
facility. The license shall be surrendered to the Commission upon
license suspension, revocation or upon termination of employment .

(m) Identification Badges. The Commission shall establish
standards and procedures for the issuance and wearing of serially
numbered identification badges by all gaming employees. No person
shall have access to any restricted area in a gaming facility
without having an authorized and valid identification badge issued
by the Commission prominently appended to the approved iocation on
the employee's outer garment. The Commission shall code the
design, color(s), wording and lettering of the identification badge
in accordance with job title of the employee. Such identification
badge shall remain the property of the Commission and must be
surrendered by the licensed gaming employee upon the demand by an
authorized Commission representative where such employee has been
suspended, charged or discharged for violation of any applicable
law of the Nation, the United States or the State, or has

terminated his or her employment. Upon issuance of the badge, the
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name of each recipient, his or her employment position, and the

code assigned to his or her badge shall be forwarded to the Board.

SECTION 7. REGISTRATION OF GAMING SERVICE ENTERPRISES.
(a) Requirements for Registration. No enterprise may provide

gaming services, gaming supplies or gaming equipment to the Nation
gaming operation unless it is the holder of a valid gaming service
registration issued by the Board in accordance with the provisions
of this Section.

(b) Procedures for Registration. Each applicant for a gaming
service registration shall submit a completed registration
application in quadruplicate, two copies of which the Commission
shall, if it wishes the application considered, promptly forward to
the Board. The gaming registration application shall be on a form
prescribed by the Board and shall contain such information,
documentation and assurances as may be required by the Board,
including identification of all of the applicant's principals.
Each principal shall submit a completed informational form in
duplicate to the Board which shall contain the principal's
personal, business and family history, personal and business
references, criminal conviction record, Dbusiness activities,
financial affairs, prior gaming industry experience, source of
funds used to acquire an interest in the enterprise and general
educational background. The informational form shall include a

signed release on a form prescribed by the Board authorizing a
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background investigation, two (2) sets of fingerprint cards with
any appropriate fee and two (2) current photographs.

(c) Fees. Each application for registration and renewal
shall be accompanied by a fee payable to the Commission in an
amount set by the Commission.

(d) Background Investigation of Applicants. The Board shall
forward a copy of the application and informational form(s) and ons

photograph of each principal to the State law enforcement agency

¥

The Board shall forward the fingerprint cards and the appropriate
fingerprint processing fees to the Division for a fingerprint-based
search of the State criminal history records files and for
forwarding to the Federal Bureau of 'Investigation for a
fingerprint-based search of the Federal criminal history record
files. The State law enforcement agency shall report the results
of its investigation to the Board. The Division shall forward the
results of the criminal record searches to the Board and shall
maintain the fingerprint records on a full search and retain basis
until such time as it is notified that such gaming service
registrant and principals are no longer involved in Class IIT
gaming operated by the Nation; such notification shall occur
immediately following the termination of such Class III gaming
activity.

(e) Action by Board. The Board shall issue a registration to
any gaming service enterprise unless it:

1. has been convicted of a felony;
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2. has been convicted of any form of bookmaking
or other forms of illegal gambling;

3. has been convicted of any fraud or material
misrepresentation in connection with gaming;

4. has been found through an administrative
determination, to have violated any law, rule or
regulation relating to gaming for which termination
of employment or revocation of registration might
be imposed;

5. has otherwise been determined to be a person
whose prior activities, criminal record, if any, or
reputation, habits and associations pose a threat
to the effective regulation of gaming or create or
enhance the chances of unfair or illegal practices,
methods and activities in the conduct of the gaming
permitted pursuant to this Compact;

6. has failed to ©provide any information

reasonably required to investigate the application

for registration or to reveal any fact material to

such application, or has furnished any information

which is untrue or misleading in connection with

such application; or

7. has a principal who is disqualified by virtue

of sub-paragraphs (1), (2), (3), (4), (5), or (s)

of this subsection or is under the age of 18.
Upon approval of the application, the Board shall issue a gaming
service registration and send appropriate written notice to the
applicant, the Commission and the Nation gaming operation. In the
event that the Board denies a registration application, the Board
shall notify in writing, the applicant, the Commission and the
Nation gaming operation of the reasons for the denial.

(f) Temporary Gaming Service Registration.

The Board shall, upon request of the Commission, issue a
temporary gaming service registration pending the processing of the
application for gaming service registration and informational
form(s) (i) when there are no grounds apparent on the face of the
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application or informational form(s) reasonably sufficient to
disqualify the applicant and the fingerprint (or other) check of
each principal made by the Division at the request of the Board
does not disclose grounds for disqualification; or (ii) when the
applicant is registered as a gaming enterprise in Connecticut or
New Jersey. All applications for temporary gaming service
'registration submitted within four (4) months following the
approval of this Compact by the Secretary of the Interior shall be
granted or denied within seven (7) business days of the request by
the Commission and receipt by the Board of the completed
application and related documents. All requests for temporary
registration submitted after the first four (4) months shall be
granted or denied by the Board within five (5) business days of the
request by the Commission and receipt by the Board of the completed
application and related documents; provided, however, that the
Board may request that the seven (7) business day period apply for
an additional three (3) month period upon a showing that it is
impossible to obtain the results of fingerprint checks within such
period. The temporary gaming service registration shall remain in
effect until suspended, revoked or until such time as an annual
registration is issued. If the Board refuses to issue a temporary
gaming service registration it shall notify the Commission setting
forth the reason(s) for refusal in writing. The denial of a
temporary gaming service registration shall not interxrupt the

processing of the application for annual registration unless such
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application(s) is (are) withdrawn by the applicant or the Nation
gaming operation.

(g) Duration of Registration. Any gaming service
registration issued by the Board shall be effective for not more
than one year unless a longer period is prescribed by the Board;
provided, £hat a registrant that has timely and properly applied
for a renewal may continue to provide services or equipment under
an expired registration until final action is taken upon the
renewal application and informational form(s) by the Board.

(h) Renewal of Gaming Service Registration. A renewal

applicant and its principals shall submit a renewal application and
informational form(s) in quadruplicate to the Commission which
shall forward two (2) copies to the Board and a copy to the Nation
gaming operation. An applicant and its principals shall not be
required to re-submit historical data previously furnished to the
Board. The renewal application and informational form(s), copies
of which shall be forwarded by the Board to the State law
enforcement agency and shall be reviewed by both agencies. No
additional background investigation of an applicant for renewal
shall be required unless new information concerning the applicant's
continuing suitability or eligibility for a gaming service
registration is received by the Board, the State law enforcement
agency, the Commission and the Nation gaming operation. The Board
shall renew a gaming service registration unless the new
information is sufficient to disqualify the applicant pursuant to

subsection (e) of this Section.
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(1) Display of Registration and Badge. The gaming service
registration form shall be prescribed by the Board. Each employee
of the registered enterprise whose duties require such employee to
have access to the gaming floor must be licensed as a gaming
employee and shall be issued and wear a badge prescribed by the
Commission identifying that person as an employee of the
registrant. Upon suspension, revocation or termination of the
registration of the gaming service enterprise, the registraticn
shall be surrendered to the Board and all licenses and bacdges
surrendered to the Commission.

(j) Denial. Revocation or Suspension of Registration and

Appeal .

Upon a denial of an initial registration application the Board

shall notify in writing, the applicant, the Commission and the
Nation gaming operation. The notice shall set forth the reasons
for the denial. The action of the Board in denying an initial
application may be reviewable pursuant to Article 78 of the New
York Civil Practice Laws and Rules in the State Supreme Court upon
petition by the applicant. The Board may suspend or revoke any
registration or deny a renewal of any registration for any
violation of this Compact or if new information concerning facts
arising either prior to or since the issuance of the initial
registration or any renewal thereof comes to the attention of the
Board which information would justify denial of such initial
registration, or any renewal thereof; provided that no registration
shall be suspended or revoked or renewal denied except after notice
and hearing under the State Administrative Procedures Act and may
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be reviewable pursuant to Article 78 of the New York Civil Practice
Laws and Rules in the State Supreme Court upon petition by the
applicant. The Board shall have the authority to summarily suspend
a registration pursuant to such administrative procedures. The
Board, the State law enforcement agency and the Commission may
investigate any person or entity who holds a registration, or any
principal thereof, at any time. Any information received by the
Commission or the Nation gaming operation bearing upon ==
eligibility of any applicant, registrant or principal must k=
submitted immediately to the Board.

(k) Nation Owned and Operated Entities. In the event the
Nation forms an entity which it will wholly own and operate to
provide gaming services, gaming supplies or gaming equipment to the
gaming facility, the Nation shall notify the Board and certify that
the entity is wholly owned and operated by the Nation. Any memcer
of the Nation who is employed by such an entity and whose duties
require him to have access to the gaming floor, shall receive a
fingerprint and background check, the results of which, along with
an advisory opinion, shall be provided by the Board to the
designated representative of the Nation government. A person who
is not a member of the Nation who is employed by such an entity ard
whose duties require him to have access to the gaming floor shzll

be licensed pursuant to Section 6 of the Compact.
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SECTION 8. INVESTIGATION OF NON-GAMING ENTERPRISES AND OTHER
PERSONS .

(a) Non-Gaming Enterprises. Any enterprise that provides
goods, supplies or services to a Nation gaming operation other than
gaming services, gaming supplies or gaming equipment in a total
amount exceeding the sum of $50,000.00 in a single twelve month
period shall be identified by the Commission to the Board. The
Commission shall cooperate with the Board and the State law
enforcement agency in any reasonable investigation deemed necessary
by either State agency relative to the fitness of such enterprise
to engage in any business with the Nation gaming operation. The
Board may bar such enterprise from providing such goods, supplies
or services to the Nation gaming operation upon a determination
that such enterprise or a representative thereof is a person or
entity whose prior activities, criminal record, if any, or
reputation, habits and associations pose a threat to the effective
regulation of gaming or create or enhance the dangers of unfair or
illegal practices, methods and activities in the conduct of gaming;
provided, however, that such Board action is reviewable in the
State Supreme Court upon petition of the enterprise in accordance
with the provisions set forth in subsection (j)} of Section 7.

(b) Other Persons. Upon written request of the Nation or the
Commission, the Board and the State law enforcement agency shzll
conduct a background investigation of any person, and provide a
recommendation based on the results of the investigation. The
reguest shall set forth the reason(s) for the background
investigation. Such investigation shall include a criminal reccxrds
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check of the individual in question and such other investigation as

may be deemed appropriate by the Nation.

SECTION S. STANDARDS OF OPERATION.

The Nation gaming operation shall conform to the standards of

operation and management set forth in Appendix B to this Compact.

SECTION 10. FINANCIAL PROCEDURES.

(a) The Chart of Accounts. The Nation's accounting

procedures for its gaming operations shall comply with Appendix C
to this Compact.

(b) Reimbursement for State Costs of Oversight. Appendix D
of this Compact shall be the exclusive procedure followed by the

parties for dealing with reimbursement of State costs of oversight.

SECTION 11. MISCELLANEOUS PROHIBITIONS.

(a) Prohibition opn Possession of Firearms. No person shall
be permitted to bear firearms of any kind within Nation gaming
facilities except for members of the State law enforcement agency
and any other law enforcement officers or persons authorized by
law. The Commission shall take appropriate measures to inform the
public of this prohibition.

(b) Prohibition on Attendance by Minors. No person under the
age of eighteen (18) shall be admitted into any Class III gaming

facility, nor be permitted to place any wager, directly or

indirectly.
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(c) Persons Barred From Facilities. The Commission shall
establish, maintain and share with the Board a list of persons
barred from the gaming facilities because their criminal histories,
associations with career offenders or actions pose a threat to the
integrity of the gaming activities or the safety of the Nation's
patrons or employees. The Commission shall exclude persons on such
list from entry into Nation gaming facilities. The Commission shzll
also exclude persons engaging in disorderly conduct or other
conduct Jjeopardizing public safety 1in the Class III gaming

facility.

SECTION 12. HEALTH AND SAFETY STANDARDS.

Nation ordinances and regulations governing health and safety
standards applicable to gaming facilities shall be no less rigorous
in meeting the objectives of health and safety than standards,
codes and laws of the State relating to public facilities with
regard to building and fire safety, health, sanitation and
discharges. The Nation shall retain independent inspectors whose
qualifications shall meet State standards for such inspectors, and
who shall report to the Nation on meeting such objectives. The

Nation shall make such reports available to the Board.
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SECTION 13. TORT REMEDIES FOR PATRONS.

The Nation agrees to require the Nation gaming operation to
maintain liability insurance to compensate injured patrons of
gaming facilities. The Nation shall directly, or through its
- operator, establish  procedures for the adjudication of
compensation for tort claims by patrons of its gaming facilities.
It is understood that the Nation's agreement to this provision is
not intended to and does not constitute a waiver of its sovereign
immunity from suit with respect to any such claim ana its failure
to pay any claim, in whole or in part, shall not constitute a
breach of this agreement nor be grounds for dispute resolution
between it and the State under this Compact. This Section does not
preclude an injured party from pursuing any other remedy available

under applicable law.

SECTION 14. DISPUTE RESOLUTION.

(a) General Terms. The Nation and the State hereby establish
a method of non-judicial dispute resolution in order to foster a
spirit of cooperation and efficiency in the administration of and
compliance by each party with the provisions of this Compact.
Except for disputes concerning the games and activities permitted
under this Compact, all disputes concerning compliance with and
interpretation of any provisions of the Compact shall be resoived
by binding arbitration in accordance with the procedures set fcrth
below. A claim by the State that the Nation is conducting a Clzss

I1I gaming activity not authorized by this Compact is not subject
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to mandatory arbitration. I1f the State elects not to arbitrate
such a claim, its rights to bring an action pursuant to 25 U.S.C.
§ 2710(d) (7) (A) (i1i) are hereby preserved. The Nation's right to
seek declaratory judgment that activities in dispute are permitted
pursuant to the Compact is also preserved.

(b) Notice. The party seeking arbitration shall serve upon
the other a notice of demand to arbitrate. The notice shall
specify with particularity the nature of the dispute, the
particular provision of the Compact or its Appendices at issue and
the proposed relief sought by the party demanding arbitraticn.
Designated representatives of the State and the Nation shall
thereafter meet within five (5) days of receipt of the written
notice in an effort to resolve the dispute.

(c) PRrocedures for Dispute Resolution. If the dispute is not
resolved to the satisfaction of the parties within thirty (30) days
after service of the notice set forth in subsection (b) above, the
dispute shall be determined by arbitration pursuant to the rules of
the American Arbitration Association. The parties shall maintain
a list of mutually agreed upon arbitrators from which an arbitrator
shall be selected by the parties to resolve any given dispute. 1In
the event of a disagreement as to the arbitrator to be selectszd,
each party shall select one arbitrator and the two arbitrators
shall select a third. The arbitrator(s) shall be selected within

thirty-five (35) days of the notice set forth in subsection (b)

above.
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(d) Arbitration costs. The cost of arbitration shall be paid
by the losing party, unless the decision of the arbitrator(s) shall
specify otherwise, but the parties shall bear their own costs and
attorneys' fees associated with their participation in the
arbitration. All arbitration proceedings shall be conducted to
expedite resolution of the dispute and minimize cost to the
participants.

(e) Remedies. The arbitrator(s) may impose any relief
available in law or equity warranted under the circumstances.

(f) Arbitration Decision. The decision of the arbitrator(s)
shall be final, binding and unappealable. Failure to comply with
the judgment and award within the time specified therein for
compliance shall be deemed a breach of the Compact, and the
prevailing party may bring an action in the United States District

Court of the Northern District of New York to enforce the judgment

and award.

SECTION 15. AMENDMENT AND MODIFICATION.

The provisions of this Section govern the amendment and
modification of the Compact and its Appendices.

(a) Compact. The terms and conditions of this Compact may be
modified or amended by written agreement of both parties. A
request to amend or modify the Compact by either party shall be in
writing, specifying the manner in which a party requests the
Compact to be changed and the reason(s) therefor, and the proposed

language. Representatives of the parties shall meet within five
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(5) days of the request and shall expeditiously and in good faith
negotiate whether and on what terms and conditions the Compact will
be amended or modified. In the event that they cannot agree within
thirty (30) days of the request, either party may submit the matter
directly to arbitration pursuant to the provisions of Section 14,
except as provided in subsection (b) (4) of this Section. A request
to amend or modify the Compact shall be deemed notice of demand to
arbitrate within the meaning of Section 14(b), and the thirty (30)
day period provided for herein shall be deemed to satisfy the
thirty (30) day time requirement of Section 14 (c).
(b) Appendix A: Additional Games and Activities.

(1) If the State adopts a Class III game or activity
that is not included in Appendix A to the Compact, the State
shall give written notice of that game or activity with its
specifications, within five (5) days of its adoption, to the
Nation. The Nation may adopt such specifications or submit
its own specifications to the Board. Should the Nation adopt
the State's specifications, the game or activity shall be
added to Appendix A effective as of the date that the Nation
adopted the State's specification for such game or activity,
and the Nation shall notify the State of the effective date of
such addition to Appendix A. Should the Nation submit its own
specifications for the game or activity to the State, the
State shall within fifteen (15) days notify the Nation that it
accepts or rejects those specifications. If the State accepts

the specifications submitted by the Nation, the game or
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activity shall be added to Appendix A effective as of the date
of the State's acceptance of that game or activity. If the
State does not accept the specifications submitted by the
Nation, representatives of the State and the Nation shall meet
within five (5) days to settle the dispute.

(2) If the Board agrees to permit any Nation or Tribe to
conduct a Class III game or activity which has not been
authorized under this Compact, the Board shall notify the
Nation as provided in subsection (b) (1) and the procedures of
that subsection shall then apply.

(3) The Nation may request that additional games or
activities, or new specifications for existing games or
activities, be added to Appendix A by submitting written
specifications to the State. The State shall within fifteen
(15) days notify the Nation that it accepts or rejects the
game or activity for Appendix A to the Compact. If the State
accepts the game or activity, the game or activity and its
specifications shall be added to Appendix A effective as of
the date of the State's acceptance of that game or activity.
If the State does not accept the game or activity or its
specifications, representatives of the Nation and the State
shall meet within five (5) days after the written request and
shall negotiate in good faith whether the new game or activity
may be added.

(4) If the parties cannot agree with respect to the

addition of any game or activity requested by the Nation, or
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the specifications thereof, the arbitration procedures of
Section 14 shall not apply to that dispute. A request by the
Nation to modify the Compact pursuant to subsections (b) (1),
(b) (2) or (b)(3) of this section shall constitute, to the
extent of that request only, a request to negotiate a Compact
pursuant to 25 U.S.C. § 2710(d) (3) (a). The right to seek
relief under 25 U.S.C. § 2710(d)(7)({(A) (i) in the event
negotiations fail is specifically preserved.
(c) Appendices: Other. Except as provided for by subsection
(b) of this Section, the terms and conditions of any Appendix to
this Compact may be amended or modified and an Appendix may be
added as hereinafter described. The party seeking amendment or
modification shall give written notice to the other of the proposed
amendment or modification. The notice shall be given twice, the
second to follow the first by no later than five (5) days. If the
party receiving notice does not object within fifteen (15) days
after receipt of the second notice, the proposed amendment or
modification shall be effective and shall be added to the Compact.
If the party receiving rotice objects, the parties shall meet
within five (5) days of the objections and shall negotiate in good
faith to resolve the objection. If the parties cannot agree within
thirty (30) days of the objection, either party may submit the

matter to arbitration in the manner provided in Section 14.

(38)



SECTION 16. TERMINATION.
Once effective this Compact shall be in effect until

terminated by written agreement of both parties.

SECTION 17. SUBSEQUENT NEGOTIATIONS.

Nothing in this Compact shall be deemed to waive the right of
the Nation to request negotiations for amendment or modification to
this Compact with respect tc a Class III game or activity which is
to be conducted on the Nation lands but which is not permitted

under the provisions of this Compact.

SECTION 18. PROVISION OF COMPACTS TO THE NATION.

In the event that another Indian nation or Tribe enters into
a compact with the State for the conduct of Class III gaming, the
State shall provide a copy thereof to the Nation within five (5)

days following its effective date.

SECTION 19. SQVEREIGN IMMUNITY.

Except as specifically provided herein, neither the State nor
the Nation waives its sovereign immunity, under either state or
federal law or arising from native existence, by entering into this

Compact.

SECTION 20. CALCULATION OF TIME.
In computing any period of time prescribed or allowed by this

Compact or any laws, rules or regulations of the Nation, the day of
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the act, event or default from which the designated period of time

begins to run shall not be included.

SECTION 21. COUNTERPARTS.

This Compact may be executed by the parties in any number of
separate counterparts with the same effect as if the signatures
were upon the same instrument. All such counterparts shall

together constitute one and the same document.

SECTION 22. SEVERABILITY.

In the event that any section or provision of this Compact is
held invalid, or its application to any particular activity is held
invalid, it is the intent of the parties that the remaining
sections of the Compact and the remaining applications of such

section or provision shall continue in full force and effect.

SECTION 23. NOTICES.

All notices and other communications required or authorized to
be served in accordance with this Compact shall be served by U.S.
registered or certified mail, return receipt requested, at the

following addresses:

Nation Representative Chairman

Oneida Indian Nation NYS Racing and Wagering Board
Box 1 400 Broome Street

Vernon, NY 13476 New York, NY 10013

or to such other address or addresses as either the Nation or the

State may from time to time designate in writing.
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SECTION 24. EXECUTION.

DATE: 5475 //;;I

DATE: ‘ﬂé@ A@3

SECTION 26. APPROVED.

DATE: é/LJ?}

oW

X
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APPENDIX A:

Approved Games and Activities

1. BACCARAT. (*Amended 9/4/97)

(a) Equipment.
(1) A table with a Baccarat layout.

(2) At least six decks of cards with backs of the same
color and design and two solid-colored cutting cards.

(3) A dealing shoe.

(4) An electromechanical card-shuffling device
(optional) .

(b) Value of the Cards.

(1) The "Value" of the cards in each deck will be as
follows:

(i) Any card from 2 to 9 will have its face
value;

(ii) Any Ten, Jack, Queen or King will have a value
of zero; and

(iii) Any Ace will have the value of one.

(2) The "Point Count" of a hand will be a single digit
number from 0 to 9 inclusive and will be determined by
totalling the value of the cards in the hand. If the
total of the cards in a hand is a two-digit number, the
left digit of such number will be discarded as having no
value and the right digit will constitute the Point Count
of the hand. Examples of this rule are as follows:

(1) A hand composed of an Ace, a 2 and a 4 has a
Point Count of 7; and

(ii) A hand composed of an Ace, a 2 and a 9 has a
total of 12 but only a Point Count of 2 since the
digit 1 in the number 12 is discarded.

(c) ZTypes of Wagers.

(1) The following wagers will be permitted to be made by
a participant at the game of Baccarat:

(i) A wager on the "Banker's Hand" which will:
1. Win if the "Banker's Hand" has a Point

Count higher than that of the "Player's Hand";
A-1



(d)

2. Lose if the "Banker's Hand" has a Point
Count lower than that of the "Player's Hand";

and -

3. Be void if the Point Count of the
"Banker's Hand" and the "Player's Hand" are
equal.

(ii) A wager on the "Player's Hand" which will:

1. Win if the "Player's Hand" has a Point
Count higher than that of the "Banker's Hand";

2. Lose if the "Player's Hand" has a Point
Count lower than that of the "Banker's Hand";

and

3. Be void if the Point Count of the
"Banker's Hand" and the "Player's Hand" are
equal.

(1ii) A wager called a "Tie Bet" which will win if
the Point Counts for the "Banker's Hand" and the
"Player's Hand" are equal and will lose if such
Point Counts are not equal.

(2) Unless otherwise approved by the Nation, the gaming
operation will not accept any wager at the game of
Baccarat other than those specified in paragraph (1) of
this section.

(3) All wagers at Baccarat will be made by placing
gaming chips (including plaques) on the appropriate areas
of the Baccarat layout except that verbal wagers
accompanied by cash may be accepted only when there is
not sufficient time to convert such cash into gaming
chips. Whenever verbal wagers accompanied by cash are
accepted, these wagers will not be paid until such cash
is converted into gaming chips. The cash received for a
verbal wager will not, under any circumstances, be
returned to a player.

(4) No wagers at Baccarat will be made, increased or
withdrawn after the dealer calling the game has announced
"No More Bets".

Payoffs.

(1) A winning wager made on the "Player's Hand" will be
paid off by the gaming operation at odds of 1l1to 1.



(e)

(2) A winning wager made on the "Banker's Hand" will be
paid off by the gaming operation at odds of 1 to 1,
except that the gaming operation will extract a charge
(to be known as a "commission" or "vigorish") on the
amount won at four percent (4%) or five percent (5%) of
such amount. Wagers will be accepted in $5 increments
only, and therefore the vigorish will increase in $.20
increments if the vigorish is 4% or in $.25 increments if
the vigorish is 5%. The gaming operation may collect the
vigorish from a participant at the time the winning
payoff is made or may defer it to a later time provided,
however, that all outstanding vigorish will be collected
prior to reshuffling the cards in a shoe and in no event
will the collection of any vigorish be deferred beyond
such point. The amount of any vigorish not collected at
the time of the winning payout will be evidenced by the
placing of coins or marker buttons (lammers) containing
the amount imprinted with the number of the participant
owing such vigorish.

(1) The gaming operation will notify the
appropriate personnel in writing twenty-four (24)
hours in advance of any change in the vigorish
percentage (four or five percent).

(ii) The gaming operation will conspicuously post
at the Baccarat table(s) the vigorish percentage in
effect (four or five percent).

(iii) When 4% vigorish is in effect, the gaming
operation will utilize $.20 denomination marker
buttons (lammers) and $.25 denomination marker
buttons when 5% vigorish is in effect.

(iv) Vigorish percentage will be the same for all
Baccarat tables at all times. Any change to the
vigorish percentage will be done uniformly for all
Baccarat tables throughout the gaming operation;
vigorish may differ, however, between Baccarat and
Mini-Baccarat.

(3) A winning tie bet will be paid off by the gaming
operation at odds of at least 8 to 1.

The Shuffle.

(1) After receiving the six or more decks of cards at
the table, the dealer calling the game will sort and
inspect the cards.

(2) Following the inspection of the cards by the dealer
and verification by the floorperson assigned to the
table, the cards will be spread out face upwards on the
table for visual inspection by the first participant or
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participants to arrive at the table. The cards will be
spread out in columns by deck according to suit and in
sequence within the suit. - -

(3) After the first participant or participants is
afforded an opportunity to visually inspect the cards,
the cards will be turned face downward on the table,
mixed thoroughly by a "washing" or "chemmy shuffle" of
the cards and stacked.

(4) Immediately prior to the commencement of play and
after each shoe of cards is completed, the dealer or the
electomechanical card shuffling device will shuffle the
cards so that they are randomly intermixed.

(5) After the cards have been shuffled, the gaming
operation may <choose to have the dealer 1lace
approximately one deck (or more) of cards so that they
are evenly dispensed into the remaining stack. The
dealer calling the game will then offer the stack of
cards, with backs facing away from him or her, to the
participants to be cut. The dealer will begin with the
participant seated in the highest number position at the
table or, in the case of a reshuffle, the last curator
and, working clockwise around the table, will offer the
stack to each participant until a participant accepts the
cut. If no participant accepts the cut, the dealer will
cut the cards.

(6) The cards will be cut by placing the cutting card in
the stack at least ten (10) cards in from either end.

(7) Once the cutting card has been inserted into the
stack, the dealer will take all cards in front of the
cutting card and place them to the back of the stack.
The dealer will then insert one cutting card in a
position at least 14 cards in from the back of the stack
and the second cutting card at the end of the stack. The
stack of cards will then be inserted into the dealing
shoe for commencement of play. Prior to commencement of
play, the dealer will remove the first card from the shoe
and place it, with an additional amount of cards equal to
the amount on the first card drawn, in the discard bucket
after all cards have been shown to the players. For
purposes of this paragraph, face cards and tens count as
tens; Aces count as one.

The Play.

(1) At the commencement of play, the dealer calling the
game will offer the shoe to the participant in seat
number one at the table. If such participant rejects the
shoe or if there is no one in seat number one, the dealer
will offer the shoe to each of the other participants in
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turn counterclockwise around the table until one of the
participants accepts it.

(2) The participant to accept the shoe, (hereinafter
called the "curator"), will be responsible for dealing
the cards in accordance with this section and the
instructions of the dealer calling the game.

(3) There will be two hands dealt in the game of
Baccarat, one of which will be designated the "Player's
Hand" and the other designated the "Banker's Hand".

(4) At the commencement of each round of play, the
dealer calling the game will announce "No More Bets"
after which he or she will instruct the curator to
commence dealing the cards by announcing “Cards".

(5) The curator will deal an initial four cards from the
shoe. The first and third card dealt will constitute the
first and second cards of the "Player's Hand". The
second and fourth card dealt will constitute the first
and second cards of the "Banker's Hand". After the cards
are dealt to each hand, the dealer calling the game will
place them face upwards in front of himself or herself.

(6) After the initial four cards have been dealt, the
dealer calling the game will announce the Point Count of
the "Player's Hand" and Point Count of the "Banker's
Hand".

(7) Following the announcement of the Point Counts of
each hand, the dealer calling the game will instruct the
curator whether to deal a third card to each hand which
instructions will be in conformity with the requirements
of paragraphs (10) - (16) below.

(8) Any third card required to be dealt by the dealer's
instructions will first be dealt face upwards to the
"Player's Hand" and then to the "Banker's Hand" by the
curator.

(9) Whenever the cutting card appears during play, the
cutting card will be removed and placed to the side and
the hand will be completed. Upon completion of that hand,
the dealer calling the game will announce "Last Hand".
At the completion of one more hand, no more cards will be
dealt until the reshuffle occurs.



Point Count
of Banker's

Hand

(10) If the Point Count of either the "Player's Hand" or
the "Banker's Hand" after the initial two cards are dealt
to each is an 8 or 9 (which will be called a "Natural"),
no more cards will be dealt to either hand.

(11) If the Point Count of the "Banker's Hand" on the
first two cards is 0 to 7 inclusive, the "Player's Hand"
will draw (i.e., take a third card) or stay (i.e., not
take a third card) in accordance with the requirements of
Table 1 below:

TABLE 1
THIRD CARD DETERMINATION FOR PLAYER'S HAND

Player Having Third Card Determination
0 to 5 Draws
6 to 9 Stays

(12) The "Banker's Hand" will draw (i.e., take a third
card) or stay (i.e., not take a third card) in accordance
with the requirements of Table 2 below:

IABLE 2
THIRD CARD DETERMINATION FOR BANKER'S HAND
Third Card Drawn By Players Hand

No Third
Card Drawn 012345¢6 17829

Banker's Hand Draws

DDDDDDDDSD
SSDDDDDDSS
S SSSDDDDSSs
SSSSSSDDSS

Banker's Hand Stays

WONAUEWNKHO
nwoouo

(13) The first vertical column in Table 2 labeled "Point
Count of Banker's Hand" will refer to the Point Count of
the "Banker's Hand" after the first two cards have been
dealt to it.

(14) The first horizontal column at the top of Table 2
labeled "Third Card Drawn by Player's Hand" will refer to
the value of the third card drawn by the Player's Hand as
distinguished from the Point Count of the "Player's
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(g)

Hand".

(15) The letter "D" used on Table 2-will mean the
"Banker's Hand" must draw a third card and the letter "g"
used in Table 2 will mean that the "Banker's Hand" must
stay (i.e., not draw a third card).

(16) The method of using Table 2 will be to find the
Point Count of the "Banker's Hand" in the first vertical
column and trace that horizontally across the table until
it intersects the third card drawn by the "Player's
Hand". The box at which such intersection takes place
will show whether the "Banker's Hand" will draw a third
card or stay. For example, if the Point Count of the
"Banker's Hand" after two cards is 5, and the value of
the third card drawn by the "Player's Hand" after two
cards is 4, the Table shows that the "Banker's Hand" will
draw a third card.

(17) After each hand has received all the cards it is
entitled to under these procedures, the dealer will
announce the final Point Count of each hand indicating
which hand has won the round. If the two hands have
equal Point Counts, the dealer will announce "Tie Hand".

(18) After the result of the round is announced, the
dealer or dealers responsible for the wagers on the table
will collect all losing wagers, pay off all winning
wagers and either collect or mark up any vigorish or
commission owed in accordance with the procedures
outlined above.

(19) It will be the option of the curator, after any
round of play either to pass the shoe or remain as
curator except that:

(i) The curator will pass the shoe whenever the
"Banker's Hand" loses; and

(ii) The dealer or floorperson assigned to the
table may order the curator to pass the shoe if the
curator unreasonably delays the game or repeatedly
makes invalid deals.

(20) Whenever a voluntary or compulsory relinquishment
of the shoe occurs, the dealer will offer the shoe to the
participant immediately to the right of the previous
curator and, if he or she does not accept it or there is
no participant in that position, the dealer will offer
the shoe to each of the other participants in turn,
counterclockwise, around the table. The first to accept
the shoe when offered will become the new curator.



(h)

(1) A third card dealt to the "Player's Hand" when no
third card is authorized under  these procedures will
become the third card of the "Banker's Hand" if the
"Banker's Hand" is obliged to draw by Table 2. 1If, in
such circumstances, the "Banker's Hand" is required to
stay, the card dealt in error will become the first card
of the next hand unless it has been disclosed. In such
case, the disclosed card and an additional number of
cards equal to the amount of this card will be drawn face
upwards from the shoe and placed in the discard bucket.

(2) A card drawn in excess from the shoe, if not
disclosed, will be used as the first card of the next
hand of play. 1If the card has been disclosed, a burn
card procedure as described in paragraph (1) above shall
be implemented.

(3) All cards found face upwards in the shoe will not be
used as the first card of the next hand of play. If the
card has been disclosed, a burn card procedure as
described in paragraph (1) above shall be implemented.

(4) All cards found face upwards in the shoe will not be
used in the game and will be placed in the discard
bucket, along with an additional amount of cards, drawn
face upwards, which agrees with the number on the cards
found face upwards in the shoe.

(5) If there are insufficient cards remaining in the
shoe to complete a round of play, that round will be void
and a new round will commence after the entire set of
cards is reshuffled and placed in the shoe.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.



2.

BANG.

(a) Equipment. ' L -
(1) A table with a layout and an upright rail around the
outside edges of the table. The rail serves as a
backboard and also helps to prevent the dice from falling
off the table. .
(2) Two dice. The dealer has at least five dice in front
of him or her, from which the shooter selects two dice to
roll.

(b) Rlayers.

Any number can play, provided there is space at the

table.

(c) The Play.

(1) Players place bets on the betting layout. The
sections marked "Beat the Dealer Hi Dice" on the layout
are considered the outside sections of the layout and are
referred to as outside bets. All other betting spaces on
the layout are considered to be inside sections or inside
bets.

(2) The dealer announces: "No more bets."

(3) The dealer rolls first. The total count of the two
dice that face upward when the dice come to rest are
considered the dealer's point. The dealer places a
marker on the layout to indicate the dealer's point.

(4) The dealer's roll affects all inside bets, i.e., all
bets on the layout except Beat the Dealer Hi Dice bets.
(Note that Big Six and Big Eight bets are active on every
roll of the dice, but are only affected by a losing roll
of 7, or by the roll of a winning 6 or 8, respectively.)
After collecting the losing inside wagers and paying the
winning inside wagers, the dealer announces: "Place
inside bets only." No additional, "Beat the Dealer Hi
Dice" bets can be placed at this time.

(5) The first bettor on the dealer's left rolls next.
This player is rolling for all inside bets and is rolling
for all other "Beat the Dealer Hi Dice" bettors at the
table.

(6) After collecting the losing wagers and paying the
winning wagers, the first game is over.

(7) The dealer announces: "Place all bets inside and
outside."
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(8) To start a new game, the dealer rolls the dice and
places the marker to indicate the new dealer's point.
After collecting the losing wagers and paying the winning
inside wagers, the dealer again announces: "Place inside
bets only." The dealer offers the dice to the player to
the left of the previous shooter. This shooter's roll
affects all bets on the layout. (Note that after the
dealer rolls to start each new game, the dice pass
clockwise around the table to the player to the left of
the previous shooter.)

(d) Bets and 0dds.

(e)

(1) All bets must be made before the dice are thrown.
Bets will not be honored while the dice are rolling.

(2) Field bet. A player can bet on any one roll that
one of the following numbers will come up: 2, 3, 4, 9,
10, 11 or 12. 1If it does, the player wins and is paid
off at even money. If 5, 6, 7 or 8 comes up, the player
loses.

(3) Under seven. The player wins on any one roll if the
total count of the two dice is 2, 3, 4, 5 or 6. Any
other number loses. Payoff is even money.

(4) Any seven. The player wins on any one roll if the
total count of the two dice is 7. Payoff is 4 to 1.

(5) Over seven. The player wins on any one roll if the
total count of the two dice is 8, 9, 10, 11, or 12. Any
other number loses. Payoff is even money .

(6) Big six. The player wins if a 6 is rolled before
a 7. Payoff is even money.

(7) Big eight. The player wins if an 8 is rolled before
a 7. Payoff is even money.

(8) Beat the Dealer Hi Dice. Winning Beat the Dealer Hi
Dice bets are paid off at even money. The gaming
operation wins on all ties.

Mini W 3 Maxi : .

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.

b
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3. BEAT THE DEALER.
(a) Equipment.. ) C R

(1) A cage, chute or cup.
(2) Two dice.

(3) A table layout.

(b) The Play and 0dds.

(c)

(1) The player places the wager in the space on the
layout in front of him or her.

(2) The dealer and the player each tumble the dice by
hand or in the cage, chute, or cup. The dealer goes
first. To win, the player or players must get a higher
total count than the dealer; the dealer wins on all ties.
The odds on this game are even or 1 to 1.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.



4. BELL JARS.

(a)

(b)

"Bell Jars" shall mean and include those games not played
at the same location as the game of bingo in which a
participant shall draw a card from a jar or other
suitable container which contains numbers, colors or
symbols that are covered and which, when uncovered, may
reveal that a prize shall be awarded on the basis of a
designated winning number, color or symbol or combination
of numbers, colors or symbols. This section shall
include the games of pulltabs, lotto, punch boards, tip
jars, instant bingo, and other games similar to bingo if
not played at the same location as the game of bingo.

Mini W i . . .

The Nation shall determine the minimum wagers and maximum
wagers for each game. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted.



5. BEST POKER HAND.
(a) Equipment.
(1) A table layout numbered 1 through 10.

(2) A single deck of 52 cards.

(b) The Playexrs.

Any number of players who can fit around the table.

(c) The Play.

The cards are thoroughly shuffled and cut by the dealer.
Ten hands of five cards each are dealt face up from the
top of the deck and the number corresponding to the best
poker hand wins. The dealer collects the losing wagers
and pays the winner(s). All cards are shuffled and cut by
the dealer after each hand.

(d) Bets.

Bets are placed on the table layout numbered 1 through
10. Players may continue placing bets until the dealer

calls "No more bets". The dealer then deals the cards.
(e} Qdds.
No pair (highest hand) Even money Flush 12 to 1
One pair 2 to1l Fullhouse 15 to 1
Two pairs 3 to1l Four of a kind 20 to 1
Three of a kind 5 to 1l Straight flush 25 to 1
Straight 10 to 1 Royal flush 50 to 1

(f) Minimum Wagers and Maximum Wagers.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.



(b)

(c)

E . - . '-.

A wheel of variable size. The rim of the wheel is divided
into sections, some of which bear different combinations
of the numbers 1 through 9. Other sections display a
picture of a diamond, star and eagle. The betting table
or surface has a corresponding layout.

The Play.

(1) A player places a wager on one or more numbers or
symbols on the layout and the dealer spins the wheel.
When the wheel stops, the section in which the indicator
arm rests is the winning combination.

(2) If the player places a wager on the number 1 and the
wheel stops at 1-1-9-9-9, the payoff odds are 2 to 1
since the number 1 showed twice. If the wheel stops at 1-
1-1-4-4, the payoff odds are 3 to 1 since the number 1
showed three times. This holds true for all the numbers;
e. g., if the player places a wager on number 5 and the
wheel stops on 2-2-5-5-5, the payoff odds are 3 to 1. If
it stops at 5-5-5-5-5, the payoff odds are 5 to 1.

(3) The odds for the diamond, star or eagle shall be
displayed on the layout.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.
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7.

BIG SIX.

(a)

(b)

EqQuipment.

A wheel of variable size. Around the rim of the wheel's
surface are sections, each of which shows one side of
three dice bearing different combinations of the numbers
1 through 6. The betting table or surface has a
corresponding layout.

The Play.

(1) A player places a wager on one oOr more numbers on
the layout and the dealer spins the wheel. When the wheel
stops, the section in which the indicator arm rests is
the winning combination.

(2) 1If the player places a wager on the number 1 and the
wheel stops at 1-2-3, the payoff odds are 1 to 1 since
the number 1 showed only once. If the wheel stops at 1-1-
2, the payoff odds are 2 to 1 since the number 1 showed
twice. This holds true for all the numbers; e.g., if the
player places his wager on number 5 and the wheel stops
on 4-5-6, the payoff odds are 1 to 1. If it stops at S5-5-
5, the payoff odds are 3 to 1.

Mini " 1 Maxi W .

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.



BLACK JACK. (*Amended 2/23/95)
(a) Equipment.

(b)

(c)

(d)

(e)

(£)

(1) A Black Jack table with up to seven betting spaces
on its layout.

(2) One to eight decks of 52 cards each, shuffled
together and used as one.

(3) A card shuffling device (optional).

(4) One or two solid-colored cutting cards and a dealing
shoe (optional).

(5) Meters recording the amount of the Progressive
Jackpot (optional).

(6) Display board(s) reflecting the amount of the
Progressive Jackpot (optional).

Dealer.

The dealer is the person who deals the cards and controls
the bank. He or she never surrenders the deal or the
bank.

Numbex of Players.

Up to seven players, each of whom may bet on several
hands depending on the betting spaces available.

Yalue of Cards.

(1) Aces count either 1 or 11 at the discretion of the
player.

(2) Kings, queens and jacks each have a count of 10.

{3) All other cards are counted at their face value.
The Object of the Game.

A player tries to obtain a higher total card count than
the dealer by reaching 21 or as close to 21 as possible
without exceeding that count. If the player's total count
exceeds 21, he or she has "busted" and must turn his or
her cards face-up at once. The player has lost his or her
bet, and the dealer may take the player's wager. The
player, at his or her discretion, may stand or draw one
or more cards in an attempt to better the count.

Betting.



(g9)

(h)

Before the deal begins, each player must place his or her
bet in the betting space directly before him or her in
full view of the dealer. When. a ‘player plays more than
one hand at a time, he or she must play the hand farthest
to his or her right to completion before being permitted
to play the next hand or hands. The dealer may check the
player's bet to see if its within specified limits.

The Deal.

After a stack of cards is placed into the dealing shoe
for commencement of play, the dealer removes the first
card from the dealing shoe and discards it by placing it
aside face-down without showing its face value. This card
and other discarded cards are not to be used again until
the dealing box is emptied. This procedure, known as
"burning" a card or a "burnt" card, is also followed when
a new dealer enters the game. All cards used to make a
hand are discarded in the same manner and the player may
request that the "burned" card be viewed face-up. After
the first dealt card has been "burnt", the dealer,
starting with the player on his or her extreme left,
begins dealing clockwise giving one card face-up to each
player and one face-up to himself or herself. He or she
next deals each player, starting with the player on his
or her extreme left, a second face-up card and one face-
down to himself or herself. The Nation operation has the
option of dealing one or both card(s) face-down to each
player.

The Play.

The Nation shall have three options in the event of ties
between the dealer and the player(s) :

Option One allows the Nation to honor a "push" or
standoff in the case of all ties;

Option Two allows the Nation to honor a "push" or
standoff when the dealer and players have a natural
21 only and the Nation wins all other ties; and

Option Three allows the Nation to win all ties
between the dealer and the player(s).

The selection of the option shall be set forth on a sign
conspicuously posted at the gaming table.

(1) If the dealer's face-up card is a 10-count or
an ace, he or she must look at his or her facedown
(hole) card. If the dealer has a natural 21 (a
count of 21 with two cards), he or she may face it
and announce, "Twenty-one" or "Black Jack." If the
Nation has exercised the option that all ties shall
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(1)

constitute wins for the Nation, the dealer then
wins and collects all bets, including bets from
players having a natural 21. If the Nation has
exercised either Option One or Option Two, the
dealer declares all ties to be "pushes" and no
action is taken on these hands. The dealer wins and
collects the bets from players not having a natural
21.

(2) When the dealer does not hold a natural 21,
the player at his or her extreme left plays first.
If the player holds a natural 21, the dealer
announces it and faces the player's cards so that
he or she can verify the count. If the Nation has

exercised Option Two or Option Three, the dealer
pays off the winning natural 21 at 2-to-1 odds. If
the Nation has exercised the option that all ties
are "pushes", (standoffs), then the dealer pays off
the winning natural 21 at 3-to-2 odds. The dealer
then, "burns" the two played-out cards.

(3) If the player's two cards total less than 21,
he or she may elect:

(i) to stay if the player is satisfied with
the total count of his or her two cards; or

(ii) to signal for an additional card if he or
she is not satisfied with the total count. The
player can continue to ask for cards until he
or she is satisfied with the total count of
his or her cards. If the player draws a card
which puts him or her over 21, the play is
"bust". The dealer takes the player's wager
and cards and "burns" the cards in the discard
pile. The play moves to the player's left
clockwise around the table, wuntil all players
have played out their hands.

The Dealer's Turn at Play.

If all players have "busted", the dealer merely places
his or her own cards in the discard pile and deals a new
hand. If any player or players are left, the dealer plays
his or her hand as follows:

(1) The dealer turns up his hole card so that all the
cards are exposed.

(2) If the dealer's count is 17, 18, 19 or 20, he or she
must stay.

(3) If the dealer's count is 16 or less, he or she must
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draw a card and continue to draw until his or her count
reaches 17 or more, at which point he or she must stay.
If the dealer holds a "soft" 17, i.e., a 17-count which
includes an ace, he or she must also stay. This also
applies to a soft 18, 19 or 20. The dealer stays on 17
and must pull on 16 or less.

(4) 1If a dealer errs and deals a player a card which the
player did not call for, and the card is refused by the
player, the card is considered a "dead" card and must be
"burnt" and discarded.

(j) Payoffs.

(k)

(1) At the end of his or her play, the dealer starts
with the first active player on his or her extreme right
and moves around the table counter-clockwise, paying off
players who have a higher count than the dealer's with an
amount equal to the wager they placed and collecting the
players' wagers showing a lesser count. If the dealer's
count exceeds 21, he or she pays off each surviving
player an amount equal to the player's wager. If the
player and dealer have the same count, the dealer either
wins and collects the bet or declares a "push"
(standoff), depending upon the option exercised by the
Nation.

(2) Notwithstanding any of the other provisions of this
section, the Nation may, at its discretion, offer one or
more of the following payout odds for winning wagers:

(i) Three cards consisting of the 6, 7, and 8 of
the same suit paying at odds of 2 to 1;

(ii) Three cards consisting of three 7's of any
suit paying at odds of 3 to 2;

(1ii) A single blackjack combination consisting of
a specific ace and face card designated in advance
by the Nation and paying at odds of 2 to 1; or

(iv) Five cards totalling 21 paying at odds of 2 to
1.

(1) Any two cards that are identical as to number value
may be treated as a pair. Also, any two cards each having
a value of 10 may be treated as pairs, such as a ten and
jack, jack and queen, or queen and king.

(2) A player who receives two cards forming a pair or
considered to be a pair on the initial round may, if the
player chooses, separate the two cards and treat each

A-19



(1)

(m)

card as the first card dealt in two separate hands. This
is called splitting pairs. When pairs are split, the
player's original wager is placed on one of these cards
and an equal amount must be wagered on the other.

(3) The player is then dealt one face-up card on the
face-up card on his or her right, and he or she must play
this hand out. If, in drawing to the first face-up card,
he or she forms a pair again, the player may again split
pairs, wagering an amount equal to his first card on this
third hand. The Nation shall determine if the player may
continue to split pairs after the first split as long as
the maximum number does not exceed three splits for a
total of four hands.

(4) When a player splits a pair of aces, he or she is
only permitted to draw one card to each split ace, giving
him or her two cards per hand.

(5) If a picture card or ten or ace is part of a split
hand and the player makes a two-card count of 21, it is
not a natural and the player is paid off at even money.

(6) A player may be permitted to double down on split
pairs.

(7) If the dealer obtains blackjack after a player
splits pairs, the Nation may permit the dealer to collect
only the amount of the original wager of such player and
not to collect the additional amount wagered in splitting
pairs.

The Double Down.

(1) A player, whose first two cards do not total 21, may
elect to double his or her wager and draw one additional
card only. This is known as a, "double down" or "down for
double."

(2) A player, before calling "double down, " must double
his or her original wager. The player is then dealt a
third and final card on his or her two face-up cards. The
Nation may permit a player to double down with an amount
less than the amount of the player's original wager.

(3) If the dealer obtains blackjack after a player
doubles down, the Nation may permit the dealer to collect
only the amount of the original wager of such player and
not to collect the additional amount wagered in doubling
down.

Insurance Betting.
When the dealer's face-up card is an ace, players may
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(n)

make an insurance bet against the dealer's possible
natural 21. The dealer, before looking at his or her down
card, inquires if any player wants insurance. A player
who desires insurance places an amount up to half his or
her present wager on his or her own hand, except that a
player may bet an amount in excess of half the initial
wager to the next unit that can be wagered in chips,
when, because of the limitations of the value of chip
denominations, half the amount of the initial wager
cannot be bet. When the insurance wager is made, the
dealer looks at his or her down card. If it is a 10-
count, the dealer turns it face-up and announces a
"natural." The insurance bettor is paid off at the rate
of 2-to-1 for the amount of the insurance bet. If the
dealer's down card is not a 10-count card, the player
loses his or her insurance wager.

Twenty-One Superbucks Betting.

(1) Prior to the start of any hand, players have the
option of placing a Twenty-One Superbucks Progressive
Jackpot (Progressive Jackpot) bet by depositing a token
or cheque into the appropriate coin drop located on the
layout. Players win all or part of the Progressive
Jackpot with hands of:

(1) Ace, Two, Three, Four and Five, suited, dealt
in the first five cards,

(ii) Two, Three, Four and Five, suited, dealt in
the first four cards,

(1ii) Four, Five and Six suited, dealt in the
first three cards,

(iv) Ace and a Jack, suited, dealt in the first
two cards,

(v) Any Black Jack, suited, dealt in the first
two cards,

(vi) Any pair of Aces, Kings, Queens, Jacks or
Tens dealt in the first two cards,

(vii) Any Black Jack dealt in the first two cards.
Hands formed as a result of splitting pairs, as defined

in (k) above, do not qualify for Progressive Jackpot
payouts.

(2) Progressive Jackpot Payouts.

Regardless of the card count of the dealer's hand, a
player who has placed a Progressive Jackpot bet, and has
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(o)

a hand that qualifies for the Progressive Jackpot, will
win the Progressive Jackpot amount appropriate to his or
her hand, according to the following:

A-2-3-4-5 Suited First five cards 100% of the
jackpot

2-3-4-5 Suited First four cards 10% of the

jackpot

4-5-6 Suited First three cards 500 to 1*
A-J Suited First two cards 50 to 1*
Any Blackjack Suited First two cards 10 to 1*
Any Pair A-K-Q-J-10 First two cards 3 to 1%
Any Blackjack First two cards 2 to 1%

(*up to the table maximum payout)

If two or more players qualify for all or part of the
Progressive Jackpot during the same hand, winners will
share the jackpot prize as an aggregate.

(3) Irregularities.

(i) If any player is dealt an incorrect number of cards,
this constitutes a dead hand for this player only.

(ii) If the dealer is dealt an incorrect number of cards
this constitutes a dead hand for all hands at the table
and the cards are reshuffled.

The Nation shall determine the minimum wagers and maximum
wagers at each table including the value of the tokens or
cheques used in the Progressive Jackpot bet. The amounts
of the minimum wagers and maximum wagers shall be
conspicuously posted on a sign at each table.



9. CARD WHEEL.
(a) EqQuipment.

A wheel of variable size. Around the rim of the wheels
surface are sections, each of which shows the faces of
three playing cards bearing different combinations of the
cards nine through ace. The betting table or surface has
a corresponding layout.

(b) The Play.

(c)

(1) A player places his or her wager on one or more
betting spaces on the layout and the dealer spins the
wheel. When the wheel stops, the section in which the
indicator arm rests is the winning combination.

(2) If the player places his or her wager on the ace and
the wheel stops at nine-ace-king, the payoff odds are 1
to 1 since the ace showed only once; if the wheel stops
at ace-ace-ten, the payoff odds are 2 to 1 since the ace
showed twice. This holds true for all the card faces,
e.dg., if the player places his wager on the king and the
wheel stops on king-nine-ace, the payoff odds are 1 to 1.
If it stops at king-king-king, the payoff odds are 3 to
1.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.
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10. CHUCK-A-LUCK.

(a)

Equipment.

(1) A cage or chute.

(2) Three dice.

(3) A table layout bearing the numbers 1, 2, 3, 4, 5, 6,

and spaces for field bets, over 10 bets, and under 11
bets.

(b) Rlay and 0dds.

(c)

(1) The dice are tumbled in the cage or chute. Players
place their wagers on one or more of the spaces on the
layout.

(2) Chuck Numbers. Players may bet on the numbers 1, 2,
3, 4, 5, or 6. If a player's number appears on one die,
the payoff odds are 1 to 1; if his or her number appears
on two dice, the payoff odds are 2 to 1; and if all three
bear his or her number, the payoff odds are 3 to 1.

(3) Field Bets. Players may bet on any one roll that
one of the following numbers comes up: 5, 6, 7, 8, 13,
14, 15, 16. If it does, the player receives even money
(1 to 1). If 3, 4, 9, 10, 11, 12, 17, or 18 comes up,
the player loses.

(4) Over 10. Players may bet on any one roll that the
total of the three dice is 11 or more. The payoff odds
for this wager are 1 to 1. A player loses if the three
dice total 10 or less or if a three-of-a-kind ("triple")
is rolled.

(5) Under 11. Players may bet on any roll that the
total of the three dice is 10 or less. The payoff odds
for this wager are 1 to 1. A player loses if the three
dice total 11 or more or if a three-of-a-kind ("triple")
is rolled.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.



11. COLOR WHEEL.
(a) Equipment. - :

A wheel of variable size. The rim of the wheel is divided
into sections, each of which shows one color. The betting
table or surface has a corresponding layout.

(b) The Play.

(1) A player places a wager on one or more colors on the
layout, and the dealer spins the wheel. When the wheel
stops, the section in which the indicator arm rests is
the winning color.

(2) The payoff odds shall be conspicuously displayed on
the layout.

(c) Minimum Wagers and Maximum Wagers.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuocusly posted on a
sign at each table.



12. CRAPS (DICE).
(a) Equipment. :

(1) A table with an upright rail running around the
table's outside edges, forming a rectangular enclosure.
The rail serves as a backboard, and also helps to prevent
the rolling dice from falling off the table.

(2) Two dice. The dealer has at least five dice in front
of him or her, from which the shooter selects two dice to
roll.

(b) Playvers.

(1) Any number can play, provided there is room at the
table.

(2) The player throwing the dice is the shooter.

(c) The Play.

(1) The dice are thrown and the two numbers, added
together, that face upward when the dice come to rest are
the deciding numbers.

(2) The shooter's first roll is a come-out roll.

(3) If, on the come-out roll, the shooter throws a
natural (7 or 11), it is a winning decision called a
pass. If on the come-out roll the shooter throws a crap
(2, 3 or 12), it is a losing decision called craps. If
the shooter throws a 4, 5, 6, 8, 9, 10, that number
becomes the shooter's point and he or she continues
throwing until either:

(i) he or she throws the point again, which is a
winning decision or pass; or

(ii) he or she throws a 7, which is a losing
decision or a seven-out.

(4) When the shooter sevens-out on the point, the dice
pass to the next player on his or her left, and it
becomes that player's turn to shoot.

(5) The shooter may, if he or she likes, pass the dice
to the next player on completion of a roll without
waiting to seven-out on the point. The next player does
not forfeit his or her turn to shoot after he or she
sevens-out on the point of the previous player.

(6) Any player may, if he or she likes, refuse to shoot
in his or her turn, and pass the dice to the next player.
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(7) Players may call for a change of dice at any time;
the change takes place immediately after -the next roll.

(d) Rlacing Bets on the Layouf.

(1) Pass Line. The player is betting with the dice, and
the payoff is even money. The player wins on a "natural"
7 or 11 on the first roll and loses on "craps" 2, 3 or 12
on the first roll. Any other number on the first roll is
the shooter's point. The player wins if the "point" is
thrown again, unless a 7 is thrown first, in which case
the player loses.

(i) Taking the 0Odds. Once a shooter's point has been
established, the Nation operation may permit a
player with a pass line bet to take odds in an
amount up to five times his or her original wager
that the shooter will make his or her point before
a losing roll of seven:

Shooter's Point Payoff Odds
4 or 10 2 to 1
5 or 9 3 to 2
6 or 8 6 to 5

(2) Don't Pass Line. Same as above, except that the
player is betting against the dice and everything is
reversed. The player loses on a "natural" 7 or 11 on the
first roll and wins on a "craps" 2 or 3. When a pair of
sixes (6-6) is rolled, it's a standoff (push) and nobody
wins. The player wins if the shooter rolls 7 before
making his or her '"point". A don't pass wager may be
removed or reduced during the play.

(1) Laying the Odds. Once a shooter's point has been
established, the Nation operation may permit a
player with a don't pass bet to lay the odds in an
amount up to five times his or her original wager
against the shooter and win if a 7 is rolled before
the shooter's point:

Shooter's Point

4 or 10 1l to 2
5 or 9 2 to 3
6 or 8 5 to 6

(3) Place Bets. Players may make place bets on the
numbers 4, 5, 6, 8, 9, or 10 before any roll of the dice.
Each place bet wins when its corresponding number is
rolled before a losing roll of 7. Place bets may be
called "off" by the bettor prior to any roll and remain
"off" until called "on" by the player prior to any roll:
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4 or 10 8 to 5§
5 or 9 - : oot 7 to 5
6 or 8 7 to 6

(4) Come BRetsg. On layouts with appropriate betting
spaces, players may make additional wagers after a
shooter's point has been established. For come bets and
don't come bets only, the next roll of the dice will be
considered the first (come-out) roll. Come bets win on
a roll of 7 or 11 and lose on a roll of 2, 3, or 12. If
any other number is rolled by the shooter, this bet is
removed from the come box by the dealer and moved into
the numbered box corresponding with the shooter's
previous roll, where it will remain until it wins when
this designated come point is rolled again or loses on a
roll of 7. Come bets may not be removed by the player
once they have been moved into a point box.

(1) Taking the Odds on Come Bets. Once a player's come
bet has been moved into a point box by the dealer,
the Nation operation may permit a player to take
odds in an amount up to five times his or her
original come bet that this come point will roll
before a losing roll of 7:

Come Point Rayoff 0dds
4 or 10 2 to 1
5 or S 3 to 2
6 or 8 6 to 5

(ii) The odds bet taken on the come bet may be removed
prior to any roll.

(5) Don't Come Betg. Don't come bets win on a roll of

2 or 3, push on a pair of sixes (6-6) and lose on a 7 or
11. If any other number is rolled by the shooter, the
wager is removed from the don't come box by the dealer
and moved into a designated space behind the numbered box
corresponding with the shooter's previous roll, where it
will remain until it wins on a roll of 7 or loses if the
designated point is rolled again. Don't come bets may be
removed once they have been moved behind a numbered box.

(1) Laying the 0dds on Don't Come Bets. Once a player's
don't come bet has been moved behind a point box by
the dealer, the Nation operation may permit a
player to lay odds in an amount up to five times
his or her original don't come bet that a 7 will
roll before the designated don't come point:

Don't Come Point Payoff Odds
4 or 10 1 to 2
5 or 9 2 to 3

>
1
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(e)

6 or 8 5 to 6

(ii) The lay odds bet on the don't come bet may be
removed prior to any roll.

(6) Field. The player can bet on any one roll that one
of the following numbers comes up: 2, 3, 4, 9, 10, 11 or
12. If it does, the player receives even money (1 to 1).
If 5, 6, 7 or 8 comes up, the player loses. If the layout
so indicates, the 2 and 12 pay 2 to 1 odds.

(7) Big Six or Eight (optional). The player wins even
money (1 to 1) if 6 or 8 shows before a 7 is rolled.

(8) Any Seven. The player bets that the next roll is a
7 and collects 4 to 1.

(9) Bny Craps. The player bets that the next roll is 2,
3 or 12 and collects 7 to 1.

(10) Hardways. The player wins if the exact combination
bet shows up. On 3-3 or 4-4 the player receives 9 to 1;
on 2-2 or 5-5 the player receives 7 to 1. The player
loses if the same total number is rolled any other way
except the hard way or if a 7 comes up. A hardways bet
is "off" on a come out roll unless called "on" by the
player prior to the roll.

(11) Craps Two. The player bets that the next roll is a
craps two (1-1) and collects 30 to 1.

(12) Craps Three. The player bets that the next roll is
a craps three (Ace-2) and collects 15 to 1.

(13) Eleven. The player bets that the next roll is an
eleven (6-5) and collects 15 to 1.

(14) Craps Twelve. The player bets that the next roll is
a craps twelve (6-6) and collects 30 to 1.

(15) Combinations. At the discretion of the Nation,
different combinations of the above bets may be offered
to players as additional wagers.

Mini g { Maximum 1 .

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.



13.

THE FRUIT WHEEL.
(a) Equipment.

A wheel of variable size. Around the rim of the wheel's
surface are sections, each of which shows three symbols
bearing different combinations of five or six different
types of fruit or similar objects. The betting table or
surface has a corresponding layout.

(b) The Play.

(c)

(1) A player places the wager on one or more betting
spaces on the layout and the dealer spins the wheel. When
the wheel stops, the section in which the indicator arm
rests is the winning combination.

(2) Payoff odds, which must be conspicuously displayed
on the corresponding layout, may range from 1 to 1
through 40 to 1 at the discretion of the Nation.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.
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14.

HAZARD.
(a) Eqguipment. . L

(1) A cage or chute.
(2) Three dice.

(3) A table layout with wagers and odds.

(b) The Play.

The players place their wagers on the layout. The dealer
then tumbles the dice in the cage or chute and when the
dice comes to rest, the face-up numbers are the deciding
three numbers.

Betg and 0dds.

(1) Raffles. The player wagers that any specific three
of a kind (three aces, three deuces, etc.) will appear on
the dice. This wager is paid off at odds of 180 to 1. The
maximum wager for this type of bet shall be determined by
the Nation.

(2) Any raffle. The player wagers that any three of a
kind will appear. This wager is paid off at odds of 30 to
1.

(3) Low bet. The player wagers that the total count on
the dice will be 10 or below. The player loses if three
of a kind appear. The odds on this wager are even or 1 to
1.

(4) High bet. The player wagers that the total count on
the dice will be 11 or more. The player loses if three of
a kind appear. The odds on this wager are even or 1 to 1.

(5) 0dd and even bet. A wager that the total count on
the dice will be an odd or even number. The odds on this
wager are even or 1 to 1. The player loses if three of a
kind appear.

(6) Numbers bet. The player wagers that he or she can
pick the exact winning number of the total count of the
three dice, numbers 4 through 17. The odds on numbers bet
are as follows: total count 4 pays 60 to 1; total count
S pays 30 to 1; total count 6 pays 18 to 1; total count
7 pays 12 to 1; total count 8 pays 8 to 1; total count 9
pays 6 to 1; total count 10 pays 6 to 1; total count 11
pays 6 to 1; total count 12 pays 6 to 1; total count 13
pays 8 to 1; total count 14 pays 12 to 1; total count 15
pays 18 to 1; total count 16 pays 30 to 1; and total
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(c)

count 17 pays 60 to 1.

(7) Chuck numbers. The player wagers ofi the numbers 1
through 6. The odds on this wager are even or 1 to 1 if
it appears on one die, 2 to 1 if it shows on two dice,
and 3 to 1 if it shows on three dice.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.



14a.

SIC BO. (*Amended 9/18/97)

(a)

(b)

(c)

Equipment.
(1) A shaker or cage, unless an electronic selection
device are utilized; and

(2) Three dice, unless an electronic device isg
utilized;

(3) A table layout posting wagers and odds;

(4) Electronic selection device capable of selecting
equivalent values for three dice on a random basis,
unless dice and either a Sic Bo shaker or a Sic Bo
cage are utilized; and

(5) Electronic equipment display (optional).

Options,

(1) Upon opening of a Sic Bo table, the Nation gaming
operation shall determine whether the game will be
conducted with the use of an electronic selection device.
If the electronic selection device is to be utilized, a

statement declaring such shall be conspicuously posted on
a sign at the Sic Bo table.

(2) If an electronic selection device is not to be used,
the Sic Bo game must be played utilizing three dice and
either a Sic Bo shaker or a Sic Bo cage.

The Play.

(1) All wagers at Sic Bo shall be made by placing gaming
chips or plaques on the appropriate areas of the Sic Bo
layout. No oral wagers accompanied by cash may be
accepted at the game of Sic Bo.

(2) Each player shall be responsible for the correct
positioning of his or her wagers on the Sic BRo layout
regardless of whether the player is assisted by the
dealer.

(3) Prior to shaking the Sic Bo shaker, turning the Sic
Bo cage or activating the electronic selection device the
dealer will announce "No more bets" and make a visible
hand motion indicating no more bets are to be accepted.

(4) Once "No more bets" has been announced, the dealer
shall either shake the Sic Bo shaker or turn the Sic Bo
cage at least three times so as to cause a random mixture
of the dice or, if applicable, activate the electronic
selection device.
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(d)

(5) The dealer shall then ascertain and announce the
numeric value of each die (or equivalent from the
electronic selection device) and shall, if utilized,
enter the numeric value of each die into the electronic
equipment display. If utilized, the electronic equipment
display shall cause the winning combinations to be
illuminated on the Sic Bo layout. An electronic
selection device may automatically cause the winning
combinations to be illuminated on the Sic Bo layout.

(6) After winning combinations have been ascertained
and, if applicable, the winning combinations have been
illuminated on the Sic Bo layout, the dealer shall first
collect all losing wagers and then pay off all winning
wagers at the odds currently being offered in accordance
with subsection (d) of this section. The dice in the Sic
Bo shaker or Sic Bo cage, or the winning combinations
shall remain undisturbed or illuminated on the electronic
selection device or electronic equipment display, as
applicable, until all winning wagers have been paid.

(7) After all losing wagers have been collected and all
winning wagers paid, the dealer shall, if applicable,
clear the previously illuminated winning combinations
from the electronic equipment display, the electronic
selection device and/or the Sic Bo table layout, as
applicable.

Wagers and Bets.

The following shall constitute the definitions of
permissible wagers at the game of Sic Bo:

(1) "Three of a kind" shall mean a wager which shall win
if the same number is showing on all three dice and the
player selected that number to appear on all three dice.

(2) "Two of a kind" shall mean a wager which shall win
if the same number is showing on two of the three dice
and the player selected that number to appear on two of
the three dice.

(3) "Any three of a kind" shall mean a wager which shall
win if the numeric value on all three dice is the same
and the player wagered that any of the numbers 1 through
6 would appear on all of the three dice.

(4) "Total Value Bet" shall mean a wager which shall win
if the numeric total of all three dice equal the total
number wagered.

(5) "Two Dice Combination" shall mean a wager which
shall win when the player wagered that a combination of
two specific but different numeric values would appear on
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(e)

at least two of the dice and the numeric values chosen
are showing.

(6) "Small Bet" shall mean a wager which shall win if
the numeric total of all three dice equals any one of the
following totals: 4, 5, 6, 7, 8, 9 or 10 and shall lose
if any other numeric total is shown or if three of a kind
appears.

(7) "Big Bet" shall mean a wager which shall win if the
numeric total of all three dice equals any one of the
following totals: 11, 12, 13, 14, 15, 16 or 17 and shall
lose if any other numeric total is shown or if three of
a kind appears.

(8) "One of a kind" shall mean a wager which shall win
if one or more of the three dice shows a numeric value
equal to the number wagered.

(8) "Sic Bo Numbers" shall mean a wager where a player
may bet on the numbers 1, 2, 3, 4, 50or 6. If a player's
number appears on one die, the payoff odds are 1 to 1; if
his or her number appears on two dice, the payoff odds
are 2 to 1; and if all three dice bear his or her number,
the payoff odds are 3 to 1.

Payout Odds.,

(1) The Nation gaming operation shall not permit the
payout odds for Sic Bo to be less than:

Wager

Three of a kind 150 to 1
Two of a kind 8 to 1
Any three of a kind 24 to 1
Total value of 4 50 to 1
Total value of 5§ 18 to 1
Total value of 6 14 to 1
Total value of 7 12 to 1
Total value of 8 8 to 1
Total value of 9 6 to 1
Total value of 10 6 to 1
Total value of 11 6 to 1
Total value of 12 6 to 1
Total value of 13 8 to 1
Total value of 14 12 to 1
Total value of 15 14 to 1
Total value of 16 18 to 1
Total value of 17 50 to 1
Any two dice combination 5 to 1l
Small Ret l to1l
Big Bet lto1l
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Sic Bo Numbers

One die lto1l
Two dice 2 to 1
Three dice 3 to 1

(2) Payout odds shall be conspicuously posted on a sign
at each Sic Bo table and on each Sic Bo table layout.

(£) Minimum and Maximum Wagers.,

The Nation gaming operation shall determine the
minimum wagers and maximum wagers at each Sic Bo table. The
amounts of the minimum wager and maximum wager shall be
conspicuously posted on a sign at each table.

(e) Irregularities.

(1) If all three dice do not land flat on the bottom of
the Sic Bo shaker or Sic Bo cage when the dealer has
stopped shaking the Sic Bo shaker or turning the Sic Bo
cage, the dealer shall call a "No roll" and make a
visible hand motion indicating "No roll." Aall player
wagers shall be promptly returned. :

(2) If the electronic selection device malfunctions, the
dealer shall call "No roll" and make a visible hand

motion indicating "No roll." All player wagers shall be
promptly returned.

(3) If the electronic selection device is utilized at a
Sic Bo table and the electronic selection device
malfunctions as to not select the three dice equivalents
on the Sic Bo table layout, the dealer shall call "No
roll" and make a visible hand motion indicating "No
roll." All player wagers shall be promptly returned.
All gaming at the Sic Bo table shall cease until the
electronic selection device has been fixed or the dealer
declares the electronic selection device is no longer to
be utilized and commences play with dice and either a Sic
Bo shaker or Sic Bo cage.
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15.

HORSE RACE GAME,

(a)

(b)

(d)

Equipment.
(1) A horse race layout.
(2) An electronic selection device.

(3) An electronic dispensing device.

Hagers.

Each race has five horses competing against each other.
Players select two horses in a single race using a
quinella form of betting. A player will win if the
horses selected finish in the first two positions in
either order (1-2 or 2-1). A player may wager from one
(1) to twenty (20) dollars on any one (1) or more of the
ten (10) possible winning combinations of horses. The
maximum number of dollars that may be wagered by a player
on any one race is two hundred (200) dollars.

Payout 0Odds.

Before each race starts, the electronic selection device
selects at random the odds for each of the ten (10)
possible quinella wagers. The selection device will
ensure a total payout to the winning patrons of eighty
percent (80%) or higher of all wagers. From one (1) to
twenty (20) dollars may be wagered on any possible
winning combination. Any players having the winning
combination are paid a total number of dollars computed
by multiplying the number of dollars bet by the odds
number appearing for the winning combination, e.g., 10
dollars wagered at 20:1 odds = 200 dollars won.

The Play.

(1) This device is a horse race game with five (5)
running horses. To win, players forecast the first and

second horses, disregarding their finish order. The
horses are numbered from inside the track to outside as
1, 2, 3, 4 and 5. Players can select from ten (10)

possible winning combinations.

(2) The race track has an infield in the center and has
ten player stations positioned around the outside of the
track where a player may wager on a race. Each player
station contains an electronic dispensing device which
will accept player wagers and issue a paper receipt or
ticket before each race begins. To increase player
participation levels, additional player stations may be
placed near the horse race game to permit other players
to wager on a particular race. These additional stations
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also will contain an electronic dispensing device which
will accept player wagers and 1ssue a paper receipt or
ticket before sach race begins.

(3) Each race involves five horses racing around the
track. There are ten possible winning quinella
combinations. On the interior walls surrounding the
track will be found the ten possible winning combinations
along with a digital display providing the odds for each
combination.

(4) Players place their wagers into the electronic
dispensing device and receive a paper receipt or ticket
denoting their wager amount and payout odds.

(5) The races progress automatically in pre-established
time sequences regardless of whether any wagers are made
by the players or not. Since the game operates
continuously, players do not activate a race from any of
the player stations.

(6) As soon as the "Bet Now" description on the game
panel is displayed, players are free to bet from one (1)
to twenty (20) dollars on any one or more combinations of
up to ten (10) quinella combinations of horses. Every
press of the bet button bets one dollar up to a maximum
of twenty (20) dollars on each combination.

(7) Once wagers are permitted to be made for a
particular race, the electronic selection device begins
an automatic time start which displays "Time Left to Bet™
and runs for a predetermined time period which does not
exceed two (2) minutes. Players may enter wagers while
the "Time Left to Bet" sign is 1lit. All dollars accepted
are confirmed by the issuance of a paper receipt or
ticket before the race begins. Each electronic
dispensing device will accept a maximum of two hundred
(200) dollars; wagers entered after the 200th dollar are
not accepted.

(8) When the "Bet Now" display turns off, the electronic
dispensing device at each player station automatically
stops accepting any more bets. When the timer sign which
shows "Time Left to Bet" shows "0", the gates open and
the race starts. It is impossible for a player to make
a bet after the race starts or to extend or alter the
time of the game or the intervals between races.

(9) All horses stop after crossing the finish line at
which time the first and second finishers are decided and
displayed by blinking the winning horse combination on
the display board.

(10) Any players having the winning combination will

A-34



redeem their winning ticket with a cashier or attendant.
The maximum payout is four thousand (4,000) dollars.

(e) Minimum Wagers and Maximum Wagers.
The Nation shall determine the minimum wagers and maximum

wagers for each game. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted.
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ls.

HORSE RACE WHEEL.
(a) Equipment. : e -

A wheel of variable size. The surface of the wheel is
divided into sections and each section has a number
corresponding to a pictorial horse or name of horse. The
rim of each numbered section is divided into smaller
numbered sections, which indicate the odds at which the
winner is to be paid. The betting table or surface has a
corresponding layout.

(b) Ihe Play.

A player places his or her wager on one or more numbers
on the layout and the dealer spins the wheel. When the
wheel stops, the section in which the indicator arm rests
indicates the winning number and the odds to be paid.

(c) Minimum Wagers and Maximum Wagers.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.



17. JOKER SEVEN.

(a)

(b)

(c)

(d)

(e)

(1) A table with a Joker Seven betting layout.

(2) One deck or 52 cards and 2 jokers.

Players.

Any number of players who can fit around the table.

The Play.

The cards are thoroughly shuffled and cut by the dealer.

Bets are placed on the betting squares which represent
. the various combinations which can arise from any random

hand of seven cards. Seven cards are dealt face up from

the top of the deck and the winning combinations are

called by the dealer. The dealer collects the losing

wagers and pays the winners. All cards are shuffled and

cut by the dealer after each hand.

Color Bets. Odds

4 or more red or 4 or more black cards Even money

4 red cards or 4 black cards (exact) 2 to 1

5 red cards or 5 black cards (exact) 5 to 1

6 red cards or 6 black cards (exact) 15 to 1

7 red cards or 7 black cards (exact) 25 to 1

Qther Betg. ' odds

No pairs or two pairs 3 to1l

1 joker 3 to 1

2 jokers ‘ 20 to 1

Any specific pair-aces to kings 9 to 1

Prial (three of a kind) 12 to 1

(1) When a prial is dealt, the pair within the prial is
paid at 9 to 1. Two jokers are considered one pair. Two
jokers and another pair are considered two pairs. The
joker has no color value. & joker bet loses if two
jokers are dealt.
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(2) When four of a kind is dealt, a bet on one pair is
paid at 9 to 1 once, a bet on two. pairs is paid at 3 to
1l once, and a bet on a prial is paid at 12 to 1.

II- s EI ‘ i II ] Il .

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers

and maximum wagers shall be conspicuously posted on a
sign at each table.
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18. KENQ. (*Amended 7/14/94)

(a)

(b)

E ] I. - P '---~
(1) A Keno board and light control panel.

(2) An electronic selection device ("selection device"),
utilizing a random number generator for selecting
individual numbers or an electrically operated blower
machine ("blower machine") containing 80 balls numbered
1 through 80.

(3) Computer ticket issuing and recording devices,
including the use of remote terminals connected to a
central computer via a communications network.

(4) Video monitors.

(5) Keno tickets or player wagering cards.

Kepo Play.

(1) i . To play Keno, each
player selects numbers up to a maximum amount designated
by the Nation on a specially-designed blank Keno ticket
containing the printed numbers 1 through 80. 1In a "Quick
Pick", the player requests that the numbers for his or
her Keno ticket be selected randomly by the computer
ticket issuing device. In a "Way Ticket" the player
wagers on a combination of groups of numbers in various
ways designated by the player. Each ticket also may be
played a multiple of times, up to 1000 consecutive games,
at the time of the initial ticket purchase.

(2) After the player completes his or her number
selection, the player's Keno ticket is presented to a
Keno writer who will either manually or automatically
(using a machine reader) enter the numbers selected and
the amount wagered into the computer ticket device. The
player will receive a ticket generated by such device
which will serve as confirmation of his or her wager. It
is the player's responsibility to verify the information
contained on the ticket at the time of purchase. No
ticket will be accepted for voidance after the player has
left the selling location.

(3) If a ticket must be voided, the voided information
will be entered into the computer and the computer shall
document and retain the appropriate information
pertaining to the voided ticket. A "void slip" will then
be issued, which must be attached to the returned ticket
to serve as documentation of the voided transaction.

(4) Once all tickets for a Keno game have been issued,
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the game will be closed and a corresponding message will
be displayed on the Keno board. Computer controls will
prevent a ticKet from being printed or “voided after a
game has been closed and the number selection process has
begqun.

(5) A player also may participate in a second Keno game,
called Instant Keno, by depositing cash at the Keno cage.
In Instant Keno, a deposit account is created in a
central microprocessor and the Player is issued a player
wagering card ("the card") that can access the deposited
funds through remote Instant Keno terminals.

(6) In Instant Keno, a winnings account with a zZero
balance is simultaneously established in the central
microprocessor for the player. This separate winnings
account is to be used to accumulate player winnings at
the conclusion of each Instant Keno race played.

(7) Each remote Instant Keno terminal has a matrix
screen with the numbers 1 to 80 on its face. In
addition, the terminal has an opening for the player to
insert his or her card and LCD panels to display the
deposit balance, game number, wager, amount won, and
winnings account balance.

(8) At a remote terminal, the player inserts his or her
card, enters the amount of his wager and selects up to
twenty-five numbers from the matrix by touching the
numbers on the matrix.

(9) The microprocessor verifies that the player has
sufficient funds in his or her deposit account for the
amount of the wager, deducts the amount of the wager from
the player's deposit account and records the player's
number selection. '



(10) All wagers accepted are displayed on the LCD panel
at the player's remote terminal for confirmation of the
wager. . - - e

(11) Activation of the Selection Device. At regular
intervals, the Keno selection device or the blower
machine is activated in order to randomly select the
amount of numbers designated by the Nation from the pool
of -80 numbers. The selection device or the blower
machine shall be activated only by the gaming operation
and not by any player.

(12) In Instant Keno, games progress automatically in
pre-established time sequences regardless of whether or
not any wagers are made by the players. Since Instant
Keno games operate continuously, players cannot activate
a game from any of the remote terminals.

(13) When each Instant Keno game begins, the central
microprocessor randomly chooses up to twenty-five numbers
from the population of eighty numbers and simultaneocusly
displays these chosen numbers on the matrices of all of
the remote terminals. Numbers matching the player's
selected numbers are simultaneously highlighted on the
matrices of all of the remote terminals.

(14) .
Winning tickets are determined by the correct matching of
numbers previously selected by players with numbers
randomly selected by the selection device or blower
machine. Winning tickets shall be verified prior to
payout by the appropriate Keno employee.

(15) In cases where a Keno number has been erroneously
transmitted to or by the system, no payments will be made
on the mistaken number but only on the number as
officially drawn and on record at the Keno master
station.

(16) If the Keno equipment fails to operate prior to the
selection of the winning numbers or cannot function
properly to complete the game, players will be refunded
the amount wagered upon presentation of their tickets.

(17) In Instant Keno, the central microprocessor counts
the number of matches after a game at each activated
remote terminal, calculates the amount won (if any), and
credits winnings to the player's separate winnings
account in the central microprocessor.

(18) If the balance in the player's deposit account is
reduced to zero and the player cannot place additional
wagers, the player must return to the Keno cage in order
to continue play. At the Keno cage, the player may
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(c)

(d)

(e)

either transfer the balance in his or her winnings
account to the player's deposit account or advance
additional funds into his or her deposit- account.

(19) When the player has finished playing Instant Keno,
he or she returns the card to the Keno cage. The central
microprocessor reports the amount remaining in the
player's separate deposit account and the player's
separate winnings account (if any). The sum of these
funds are redeemed by the player.

(20) Distribution or Notice of Information About Keno.
Brochures and other material designed to inform the
general public as to the manner of participation in a
game shall be distributed at each location where tickets
are sold. A notice advising players to check their
tickets for accuracy, and stating the consequence of a
ticket being generated in error and not corrected before
the start of a game, shall be posted at each location
where tickets are sold. Such notice shall also advise
that all winnings are paid according to the established
Procedures.

Prizes.

Winners at Keno or Instant Keno may receive cash, prizes
redeemable for cash, or merchandise, at the discretion of
the Nation. If merchandise prizes are to be awarded, the
specific type of prize or prizes which may be won must be
disclosed to the player before the game begins.

Rayoff Odds.

Payoff odds shall be determined by the Nation, although
a minimum of forty-five percent (45%) of the total gross

Mini ) Maximum | .

The Nation shall determine the minimum wagers and maximum
wagers. The amounts of such wagers shall be
conspicuously posted on a sign at each location where
tickets are sold and in the brochures.

5
]
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19. MERCHANDISE WHEELS.

(a)

(b)

(c)

(4)

Equi ¢ i o S

A wheel or wheels of variable size that have numbers,
symbols or colors used to designate the winning wager
and, where applicable, the type of merchandise to be
awarded. The betting table or surface has a corresponding
layout.

Winni u ]
Only merchandise shall be awarded as prizes.

Control Sheet,

Each merchandise wheel shall have an inventory control
sheet which shall indicate the cost to the Nation of each
item of merchandise awarded at the wheel.

s | Maxi : '

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.



20.

MINI-BACCARAT. (*Amended 9/04/97)

(a)

(b)

{c)

E ) l_ - P "~‘
(1) A table with a Mini-Baccarat layout.

(2) At least six decks of cards with backs of the same
color and design and two solid-colored cutting cards.

(3) A dealing shoe.

(4) An electromechanical card—éhuffling device
(optional) .

Yalue of Cards.

(1) The "Value" of the cards in each deck will be as
follows:

(1) Any card from 2 to 9 will have its face value;

(ii) Any Ten, Jack, Queen or King will have a
value of zero; and

(iii) Any Ace will have a value of one.

(2) The "Point Count" of a hand will be a single digit
number from 0 to 9 inclusive and will be determined by
totaling the value of the cards in the hand. If the
total of the cards in a hand is a two-digit number, the
left digit of such number will be discarded as having no
value and the right digit will constitute the Point Count
of the hand. Examples of this rule are as follows:

(1) A hand composed of an Ace, a 2 and a 4 has a
Point Count of 7; and

(1i) A hand composed of an Ace, a 2 and a 9 has a
total of 12 but only a Point Count of 2 since the
digit 1 in the number 12 is discarded.

Iyvpes of Wagers.

(1) The following wagers will be permitted to be made by
a participant at the game of Mini-Baccarat:

(i) A wager on the "Banker's Hand" which will:

1. Win if the "Banker's Hand" has a Point
Count higher than that of the "Player's Hand";

2. Lose if the "Banker's Hand" has a Point
Count lower than that of the "Player's Hand";
and
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3. Be void if the Point Counts of the
"Banker's Hand" and the "Player's Hand" are
equal. Co - -

(ii) A wager on the "Player's Hand" which will:

1. Win if the "Player's Hand" has Point Count
higher than that of the "Banker's Hand";

2. Lose if the "Player's Hand" has a Point
Count lower than that of the "BRanker's Hand";

and

3. Be void if the Point Counts of the
"Banker's Hand" and the "Players Hand" are
equal.

(iii) A wager called a "Tie Bet" which will win
if the Point Counts of the "Banker's Hand" and the
"Player's Hand" are equal and will lose if such
Point Counts are not equal.

(2) Unless otherwise approved by the Nation, the gaming
operation will not accept any wagers at the game of Mini-
Baccarat other than those specified in paragraph (1) of
this section.

(3) All wagers at Mini-Baccarat will be made by placing
gaming chips (including plaques) on the appropriate areas
of the Mini-Baccarat layout except that verbal wagers
accompanied by cash may be accepted provided they are
confirmed by the dealer and gaming facility supervisor at
the table, and such cash is expeditiously converted into
gaming chips or plaques.

(4) No wager at Mini-Baccarat will be made, increased or
withdrawn after the dealer has announced "No More Bets".

(5) Once the first card of any hand has been removed
from the shoe by the dealer, no participant will handle,
remove or alter any wagers that have been made until a
decision has been rendered and implemented with respect
to that wager.

Payoffs.

(1) A winning wager made on the "Player's Hand" will be
paid off by the gaming operation at odds of 1 to 1.

(2) A winning wager made on the "Banker's Hand" will be
paid off by the gaming operation at odds of 1 to 1,
except that the gaming operation will extract a . charge
(to be known as a "commission" or "vigorish") on the
amount won at four percent (4%) or five percent (5%) of
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such amount. Wagers will be accepted in $5 increments
only and therefore the vigorish will increase in $.20
increments if the vigorish is 4% or in $.25 increments if
the vigorish is 5%. The gaming operation may collect the
vigorish from a participant at the time the winning
payoff is made or may defer it to a later time provided,
however, that all outstanding vigorish will be collected
prior to reshuffling the cards in a shoe and in no event
will the collection of any vigorish be deferred beyond
such point. The amount of any vigorish not collected at
the time of the winning payout will be evidenced by the
placing of coins or marker buttons (lammers) contained
the amount of vigorish owed in a rectangular space in
front of the dealer on the layout imprinted with the
number of the participant owing such vigorish.

(i) The gaming operation will notify the
appropriate personnel in writing twenty-four (24)
hours in advance of any change in the vigorish
percentage (four or five percentage).

(ii) The gaming operation will conspicuously post
at the Mini-Baccarat table(s) the vigorish
percentage in effect (four or five percentage) .

(iid) When 4% vigorish is in effect the gaming
operation will utilize $.20 denomination marker
buttons (lammers) and $.25 denomination marker
buttons when 5% vigorish is in effect.

(iv) Vigorish percentage will be the same for all
Mini-Baccarat tables at all times. Any change to
the vigorish percentage will be done uniformly for
all Mini-Baccarat tables throughout the gaming
operation; vigorish may differ, however, between
Mini-Baccarat and Baccarat.

(3) A winning tie bet will be paid off by the gaming
operation at odds of at least 8 to 1.

The Shuffle.

(1) After receiving the six or more decks of cards at
the table, the dealer calling the game will sort and
inspect the cards and the floorperson assigned to the
table will verify the inspection.

(2) Following the inspection of the cards by the dealer
and the verification by the floorperson assigned to the
table, the cards will be spread out face upwards on the
table for visual inspection by the first participant or
participants to arrive at the table. The cards will be
spread out in horizontal rows by deck according to suit
and in sequence within the suit.
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(3) After the first participants are afforded an
opportunity to visually inspect the cards, the cards will
be turned face ‘downward on the table, mixed thoroughly by
a "washing" or "chemmy shuffle" of the cards and stacked.

(4) Immediately prior to the commencement of play and
after each shoeof cards is completed, the dealer or
electromechanical card-shuffling device will shuffle the
cards so that they are randomly intermixed.

(5) After the cards have been reshuffled, the gaming
operation may choose to have the dealer lace
approximately one deck of cards so that they are evenly
dispersed into the remaining stack. The dealer will then
offer the stack of cards, with backs facing away from him
or her, to the participant to be cut. The dealer will
begin with the participant seated in the highest number
position at the table and, working clockwise around the
table, will offer the stack to each participant until a
participant accepts the cut. In the event the
participant seated in the highest number position does
not cut the cards, the participant in the next clockwise
position will have the option to cut. If no participant
accepts the cut, the dealer may cut the cards.

(6) The cards will be cut by placing the cutting card in
the stack at least 10 cards in from either end.

(7) Once the cutting card has been inserted into the
stack, the dealer will take all cards in back of the
cutting card and place them to the front of the stack.
The dealer will then insert one cutting card in a
position at least 14 cards in from the back of the stack.
The stack of cards will then be inserted into the dealing
shoe for commencement of play. Prior to the commencement
of play, the dealer will remove the first card from the
shoe and place it, and an additional amount of cards

equal to the amount on the first card drawn, in the
discard rack after all cards have been shown to the

participants. For purposes of this paragraph, face cards
and tens count as tens; Aces count as one.

The Play.

(1) There will be two hands dealt in the game of Mini-
Baccarat one of which will be designated the "Player's
Hand" and the other designated the "Banker's Hand".

(2) At the commencement of each round of play, the
dealer calling the game will announce "No More Bets".

(3) The dealer will deal four (4) cards from the shoe
face down. The first and third cards dealt will be
placed face down in the area on the layout designated for
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the "Player's Hand". The second and fourth cards dealt
will be placed face down under the right front corner of
the dealing shoe until the "Player's Hand" is called, at
which time the second and fourth cards shall be placed
face up in the area on the layout designated for the
"Banker's Hand".

(4) After the cards are dealt to each hand, the dealer
will turn the "Player's Hand" face upwards and announce
the Point Count of the "Player's Hand". The dealer will
then turn the "Banker's Hand" face upwards and announce
the Point Count of the "Banker's Hand".

(5) Following the announcement of the Point Counts of
each hand, the dealer will determine whether to deal a
third card to each hand.

(6) Any third card required to be dealt will first be
dealt face upwards to the "Player's Hand" and then to the
"Banker's Hand" by the dealer.

(7). In no event will more than one additional card be
dealt to either hand.

(8) Whenever the cutting card appears during play, the
cutting card will be removed and placed to the side and
the hand will be completed. Upon completion of that
hand, the dealer calling the game will announce "Last
Hand". At the completion of one more hand, no more cards
will be dealt until the reshuffle occurs.

(9) If the Point Count of either the "Player's Hand"™ or
the "Banker's Hand" after the initial two cards are dealt
to each is an 8 or 9 (which will be called a "natural"),
no more cards will be dealt to either hand.

(10) If the Point Count of the "Banker's Hand" on the
first two cards is 0 to 7 inclusive, the "Player's Hand"
will draw (that is, take a third caxrd) or stay (that is,
not take a third card) in accordance with the
requirements of Table 1 below.

Table 1
Player Having Third Card Determination
0 to 5 Draws
6 to 9 Stays

(11) The "Banker's Hand” shall draw (that is, take a
third card) or stay (that is, not take a third card) in
accordance with the requirements of Table 2 below:

Iable 2
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Point Count
of Banker's

Hand

Third Card Determination For Banker's Hand

Third Card Drawn By Players Hand -

No Third

Card Drawn 01234546 72839
0

1 Banker's Hand Draws
2

3 D DDDDDDDDSD
4 D S SDDDDDDSS
5 D SSSSDDDDSS
6 S S SSSsSSsSsSDDSS
7

8 Banker's Hand Stays
9

(12) The first vertical column in Table 2 labeled "Point
Count of Banker's Hand" will refer to the Point Count of
the "Banker's Hand" after the first two cards have been
dealt to it.

(13) The first horizontal column at the top of Table 2
labeled "Third Card Drawn by Player's Hand" will refer to
the value of the third card drawn by the "Player's Hand"
as distinguished from the Point Count of the "Player's
Hand".

(14) The letter "D" used in Table 2 will mean that the
"Banker's Hand"” must draw a third card and the letter "S*
used in Table 2 will mean that the "Banker's Hand" must
stay (that is not draw a third card).

(15) The method of using Table 2 will be to find the
Point Count of the "Banker's Hand" in the first vertical
column and trace that horizontally across the table until
it intersects the third card drawn by the "Player's
Hand". The box at which such intersection takes place
will show whether the "Banker's Hand" will draw a third
card or stay. For example, if the Point Count of the
"Banker's Hand" after two cards is 5 and the value of the

' third card drawn by the "Player's Hand" is 4, the table

shows that the "Banker's Hand" will draw a third card.

(16) After each hand has received all the cards it is
entitled to by these procedures, the dealer will announce
the final Point Count of each hand indicating which hand
has won the round. 1If the two hands have equal Point
Counts, the dealer will announce "Tie Hand”.

(17) After the result of the round is announced, the
dealer responsible for the wagers on the table shall
collect all losing wagers, either collect or mark up any
vigorish or commission owed in accordance with these
procedures, and pay all winning wagers.

(18) No participant or spectator will handle, remove or
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(g)

(h)

alter any cards used to game at Mini-Baccarat and no
dealer or other gaming facility employee will permit a
participant or spectator to engage in suth activity.

(1) A third card dealt to the "Player's Hand", when no
third card is authorized under these procedures, will
become the third card of the "Banker's Hand" if the
"Banker's Hand" is obliged to draw by Table 2. If, in
such circumstances, the "Banker's Hand" is required to
stay, the card dealt in error will become the first card
of the next hand unless it has been disclosed. 1In such
case, the disclosed card and an additional number or
cards equal to the amount on this card will be drawn face
upwards from the shoe and placed in the discard rack.

(2) A card drawn in error from the shoe, if not
disclosed, will be used as the first card of the next
hand of play. 1If the card has been disclosed, a burn
card procedure as described in paragraph (1) above, will
be implemented.

(3) All cards found face upwards in the shoe will not be
used in the game and will be placed in the discard rack,
along with an additional amount of cards drawn face
upwards, which agrees with the number on the card found
face upwards in the shoe.

(4) If there are insufficient cards remaining in the
shoe to complete a round of play, that round will be void
and a new round will commence after the entire set of
cards are reshuffled and placed in the shoe.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.



21. MONEY WHEEL.
(a) Equipment.

(b)

(c)

A wheel of variable size. Around the rim of the wheel's
surface are sections. In some of these sections are new
American green-backs or their facsimile in denominations
of $§1, $2, $5, $10, and/or $20. Other sections display a
picture of the American flag and a joker. The betting
table or surface has a corresponding layout.

The Play.

(1) A player places a wager on one or more numbers, flag
or joker on the layout and the dealer spins the wheel.
When the wheel stops, the section in which the indicator
arm rests is the winning number or symbol.

(2) The number on the bills indicates the payoff odds to
the players. If the wheel stops on the $1 bill, the
payoff odds are 1 to 1. A winning wager on the $2 bill is
paid off at 2 to 1, on the 45 at 5 to 1, on the $10 at 10
to 1, on the $20 at 20 to 1. The payoff odds on the flag
and joker, ranging from 25 to 1 through 40 to 1, shall be
conspicuously displayed on the layout.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.
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22.

PAI GOW POKER. (*Amended 2/23/95)

(a) Definitions. - -

(b)

(c)

The following words and terms, when used in this
submission, will have the following meanings unless the
context clearly indicates otherwise:

(1) ™Copy Hand" will mean either a two card hand or a
five card hand of a player which is identical in rank to
the corresponding two card hand or five card hand of the
dealer.

(2) "Dealer" will mean the person who deals the cards
and controls the bank. He or she never surrenders the

deal or the bank.

(3) "High Hand" will mean the five card hand which is
formed from the seven cards dealt at a game of pai gow
poker so as to rank equal to or higher than the two card
low hand.

(4) "Rank" or "Ranking" will mean the relative position
of a card or group of cards.

(5) "Second Highest" will mean the low hand which is the
two card hand formed from the seven cards dealt at the
game of pai gow poker so as to rank lower than the five
card high hand.

(6) "Set or Setting the Hands" will mean the process of
forming a high hand and low hand from the seven cards
dealt.

(7) "Suit” will mean one of the four categories of
cards, i.e., diamond, spade, club or heart.
Equipment..

(1) A table with a Pai Gow Poker layout.

(2) One deck of cards with backs of the same color and
design, one joker, and two additional soclid-colored
cutting cards.

(3) Three dice and a pai gow poker shaker, or an
electronic selection device.

(4) An electromechanical card shuffling device
(optional) .

Yalue of Cards.

(1) The rank of the cards used in pai gow poker, in
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order of highest to lowest rank, will be: ace, king,
queen, jack, ten, nine, eight, seven, six, five, four,
three, and two. Notwithstanding the foregoing, an ace
may be used to complete a ‘"straight flush" or a
"gtraight® formed with a 2, 3, 4 and 5. Except as
otherwise provided in paragraph (3) below, the joker
will be used and ranked as an ace.

(2) The permissible poker hands at the game of pai gow
poker, in order or highest to lowest rank, will be:

(i) "Five aces" is a high hand consisting of four
aces and a joker;

(ii) "Royal flush" is a high hand consisting of an
ace, king, queen, jack and ten of the same suit;

(iii) "Straight flush" is a high hand consisting of
five cards of the same suit in consecutive ranking,
with an ace, 2, 3, 4, and 5 being the highest
ranking straight flush, and 6, 5, 4, 3, and 2 being
the lowest ranking straight £lush;

(iv) “Four-of-a-kind" is a high hand consisting of
four cards of the same rank regardless of suit,
with four aces being the highest ranking four-of-a-
kind and four twos being the lowest ranking four-
cf-a-kind;

(v) "Full house" is a high hand consisting of a
"three-of-a-kind" and a "pair," with three aces and
two kings being the highest ranking full house and
three two's and two three's being the lowest
ranking full house;

(vi) "Flush" is a high hand consisting of £ive
cards of the same suit. When comparing two flushes
the provisions of paragraph (4) below shall be
applied;

(vii) *Straight" is a high hand consisting of five
cards of consecutive rank, regardless of suit, with
an ace, king, queen, jack and ten being the highest
ranking straight; an ace, 2, 3, 4 and 5 being the
second highest ranking straight; and a 6, 5, 4, 3
and 2 being the lowest ranking straight;

(viii) "Three-of-a-kind" is a high hand containing
three cards of the same rank regardless of suit,
with three aces being the highest ranking three-of-
a-kind and three two's being the lowest ranking
three-of-a-kind;

(ix) "Two pairs" is a high hand containing two
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(d)

"pairs," with two aces and two kings being the
highest ranking two pair hand and two three's and
two two's being the lowest ‘fanking-two pair hand;
and

(x) "Pajir" is either a high hand or a low hand
consisting of two cards of the same rank,
regardless of suit, with two aces being the highest
ranking pair and two two's being the lowest ranking
pair. v

(3) For purposes of setting a hand, a joker can be used
only as an ace, or to complete a "straight," a "flush,"
a "royal flush," or a "straight flush."

(4) When comparing two high hands or two low hands which
are of identical poker hand rank pursuant to the
provisions of this section, or which contain none of the
poker hands authorized herein, the hand which contains
the highest ranking card as provided in paragraph (1)
hereof which is not contained in the other hand will be
considered the higher ranking card. If the two hands are
of identical rank after the application of this
subsection, the hands will be considered a copy hand.

The Shuffle.

(1) After receiving one deck of cards at the table, the
dealer will sort and inspect the cards and the
floorperson assigned to the table will verify the
inspection. If the deck of cards used by the gaming
operation contains two jokers, the dealer and a gaming
facility supervisor will ensure that only one joker is
utilized.

(2) Following the inspection of the cards by the dealer
and the verification by the floorperson assigned to the
table, the cards will be spread out face up on the table
for visual inspection by the first player to arrive at
the table. The cards shall be spread out according to
suit and in sequence and will include one joker.

(3) After the first player is afforded an opportunity to
visually inspect the cards, the cards will be turned face
down on the table, mixed thoroughly by a "washing" or
"chemmy shuffle" of the cards and stacked or the caxds
will be shuffled and stacked by the electromechanical
card shuffling device.

(4) All cards opened for use on a pai gow poker table
will be changed approximately every hour while the game
is in action.

(5) Immediately prior to commencement of play and after
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each round of play has been completed, the dealer or
electromechanical card shuffling device will shuffle the
cards so that they are randomly intermixed.

(6) After the cards have been shuffled, the dealer will
offer the stack of cards to be cut, with the backs face
up to the player at the farthest position to the right of
the dealer. 1If the game is just beginning, the dealer
will offer the stack of cards to be cut to the first
player to the table. If no player accepts the cut, the
dealer will cut the cards.

(7) The player or dealer inserting the cutting card will
place the cutting card in the stack at least 10 cards
from either end. Once the cutting card has been
inserted, the dealer will take all the cards, including
the cutting card, and place them on the bottom of the
stack. The gaming operation may, at its discretion, use
a second cutting card to be inserted in a position
exactly four cards in from the back of the stack in order
to assist in verifying the number of cards dealt to each
player.

(8) 1If there is no gaming activity at the pai gow poker
table, the cards will be spread out on the table face up.
After the first player is afforded an opportunity to
visually inspect the cards, the shuffling procedure will
be completed.

Hagers.

(1) All wagers at pail gow poker will be made by placing
gaming chips or plaques on the appropriate betting area
of the pai gow poker layout.

(2) Only players who are seated at the pai gow poker
table may place a wager at the game. Once a player has
placed a wager and received cards, that player must
remain seated until completion of the round of play.

(3) All wagers at pai gow poker will be placed prior to
the dealer announcing "No More Bets." No wager at pai
gow poker shall be made, increased or withdrawn after the
dealer has announced "No More Bets."

(4) The gaming operation may, in its discretion, permit
a player to wager on no more than two betting areas at a
pai gow poker table, which areas must be adjacent to each
other.

(5) If the gaming operation permits a player to wager on
two adjacent betting areas, the cards dealt to each
betting area will be played separately. If two wagers
are not equal, the player will be required to rank and
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set the hand with the larger wager before ranking and
setting the other hand. If the amounts wagered are
equal, each hand will be played separately in a
counterclockwise rotation with the £first hand being
ranked and set before the player proceeds to rank and set
the second hand. Once the hand has been ranked and set
and placed face down on the appropriate area of the
layout, the hand may not be changed.

The Play.

(1) The dealer will shuffle the cards according to the
procedures defined in subsection (d).

(2) The cards will be dealt one at a time in front of
the money tray from the dealer's left to right and back
again. For example: 1, 2, 3, 4, 5, 6, 7, 7, 6, 5, 4, 3,
2, 1, until each of seven hands contains seven cards.
There will be four cards plus a cut card left over.
These four cards will be fanned out face down over the
money tray, then placed into the discard rack.

(3) The hand to the far left of the dealer is pushed up
about an inch and a half to show that it is the first
hand to be dealt. The hand to the far right of the
dealer is turned 90 degrees to designate the last hand
out. When an electromechanical card shuffling device is
used, subsection (3) shall not apply.

(4) The dealer will then call "No More Bets" prior to
shaking the Pai Gow Poker shaker or activating the
electronic selection device. If dice are used the dealer
will shake the dice at least three times to ensure a
random mixture of the dice. The dealer will then remove
the lid covering the Pal Gow Poker shaker, empty the
shaker, total the dice and announce the total. The total
of the dice will determine which player receives the
first hand.

(5) To determine the starting position for dealing the
cards, the dealer will count, counter-clockwise around
the table with the position of the dealer considered
number one and continuing around the table counting each
betting circle regardless of whether or not there is a
wager at that position, until the count matches the total
of the three dice or the number displayed on the
electronic selection device. Examples are as follows:

(i) If dice are used, and the three dice total 8,
the dealer would receive the first card. The
dice will total a number between 3 and 18.

(ii) If an electronic selection device is used, and
it ‘displays the number 6, the sixth position
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would receive the first card. The electronic
selection device will display a number between
1 and 7. ° - -0 Co

(6) If an electronic selection device is used, the
dealer will activate the device to determine the starting
position for dealing the hands. When an electronic
selection device is used, subsection (4) shall not apply.

(7) Nothing in this section shall preclude the Nation
gaming operation from using an additional cutting card to
designate the position to which the first hand will be
delivered.

(8) Once seven cards have been pushed to each position,
including the dealer, and any cards with no wagers have
been collected, the dealer will place the cover on the
pai gow poker shaker and shake the shaker once. The pai
gow poker shaker will then be placed to the right of the
dealer.

(9) After the dealing of the cards has been completed,
each player will set his or her hands by arranging the
cards into a high hand and a low hand. When setting the
two hands, the five card high hand must be equal to or
higher in rank than the two card low hand. For example,
if the two card hand contains a pair of sevens, the five
card hand must contain at least a pair of sevens and the
three remaining cards.

(10) Each player at the table will be responsible for
setting his or her own hands and no other person except
for the dealer may touch the cards of that player. Each
player will be required to keep the seven cards in full
view of the dealer at all times. Once each player has
set a high and low hand and placed the two hands face
down on the appropriate area of the layout, the player
will not touch the cards again.

(11) After all players have set their hands and placed
the cards on the table, the seven cards of the dealer
will be turned over and the dealer will set his or her
hands by arranging the cards into a high and low hand.
The dealer will then place the two hands face up on the
appropriate area of the layout.

(12) A player may announce that he or she wishes to
surrender his or her wager prior to the dealer exposing
either of the two hands of that player pursuant to
paragraph (12) below. Once the player has announced his
or her intention to surrender, the dealer will:

>
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(1) Immediately collect the wager from that
player; and

(ii) Collect the seven cards dealt to that player
without exposing the cards to anyone at the table.
The dealer will verify that seven cards were
collected by counting them face down on the layout
prior to placing them in the discard rack.

(13) Once the dealer has set a high and low hand, the
dealer will expose both hands of each player, starting
from the right and proceeding counterclockwise around the
table. The dealer will compare the high and low hand of
each player to the high and low hand of the dealer and
will announce if the wager of that player will win, lose
or be considered a tie ("push").

(14) All losing wagers will be immediately collected by
the dealer and put in the table inventory container. Aall
losing hands also will be collected. A wager made by a
player will lose if:

(i) The high hand of the player is lower in rank
than the high hand of the dealer and the low hand
of the player is lower in rank than the low hand of
the dealer;

(1i) The high hand of the player is identical in
rank to the high hand of the dealer or the low hand
of the player is identical in rank to the low hand
of the dealer ( a "copy hand") and the other hand
of the player is identical in rank or lower in rank
than the other hand of the dealer;

(iii) The high hand of the player was not set so
as to rank equal to or higher than the low hand of
that player; or

(iv) The two hands of the player were not
otherwise set correctly in accordance with the
rules of the game (for example, a player forms a
three card low hand and a four card high hand).

(15) If a wager is a push, the dealer will not collect
or pay the wager, but will immediately collect the cards
of that player. A wager made by a player will be a push
if:

(1) The high hand of the player is higher in rank
than the high hand of the dealer, but the low hand
of the player is identical in rank to the low hand
of the dealer (copy hand) or lower in rank than the
low hand of the dealer; or
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(ii) The high hand of the player is identical in
rank to the high hand of the dealer (copy hand) or
lower in rank than the high Hand of ‘the dealer, but
the low hand of the player is higher in rank that
the low hand of the dealer.

(16) All winning hands will remain face up on the
layout. Winning wagers will be paid after all hands have
been exposed. The dealer will pay winning wagers

beginning with the player farthest to the right of the
dealer and continuing counterclockwise around the table.
A wager made by the player will win if the high hand of
the player is higher in rank than the high hand of the
dealer and the low hand of the player is higher in rank
than the low hand of the dealer.

(17) A winning pai gow poker wager will be paid off by
the gaming operation at odds of 1 to 1, except that the
gaming operation will extract a commission known as
"vigorish" from the winning player in an amount equal to
five percent of the amount won; provided, however, that
when collecting the vigorish, the gaming operation may
round off the vigorish to twenty-five cents or the next
highest multiple of twenty-five cents. The gaming
operation will collect the vigorish from a player at the
time the winning payout is made. After a winning wager
has been paid and the vigorish collected, the dealer will
then collect the cards from that player.

Ixxegularities.

(1) If the dealer uncovers the pai gow poker shaker and
all three dice do not land flat on the bottom of the
shaker the dealer will call a "No Roll" and re-shake the
dice.

(2) . If the dealer uncovers the pai gow poker shaker and
a die or dice fall out of the shaker, the dealer will
call a "No Roll" and re-shake the dice.

(3) If the dealer incorrectly totals the dice and deals
the first card to the wrong position, all hands will be
called dead and the dealer will reshuffle the cards.

(4) If the dealer exposes any of the cards dealt to a
player, the player has the option of voiding the hand.
Without looking at the unexposed cards, the player will
make the decision either to play out the hand or to void
the hand.

(5) If a card or cards in the hand of the dealer is
exposed, all hands will be void and the cards will be
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(6) A card found turned face up in the deck will not be
used in the game and will be placed in the discard rack.
If more than one card is found turned -face up in the
deck, all hands will be void and the cards will be
reshuffled.

(7) A card drawn in error without its face being exposed
will be used as though it was the next card from the
deck

(8) If any player or the dealer is dealt an incorrect
number of cards, all hands will be void and the cards
reshuffled.

(h) Minimum Wagers and Maximum Wagers.
The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers

and maximum wagers shall be conspicuously posted on a
sign at each table.

23. RED DOG/ACEY-DUCEY. (*Amended 9/04/97)

(1) A table with a Red Dog or Acey-Ducey layout.

(2) One to eight decks of cards with backs of the same
color and design and two solid-colored cutting cards.

(3) A dealing shoe.

(4) Aan electromechanical card-shuffling device
(optional).

(b) ¥alue of Cards.
(1) Any card from 2 to 10 will have its face value;
(2) Any Jack will have a value of eleven;
(3) Any Queen will have a value of twelve;
(4) Any King will have a value of thirteen; and
(5) Any Ace will have a value of fourteen.

(c) TIhe shuffle.
(1) After receiving the one to eight decks of cards at
the table, the dealer will sort and inspect the cards and
the floor person assigned to the table will verify the
inspection.
(2) Following the inspection of the cards by the dealer

and the verification by the floor person assigned to the
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table, the cards will be spread out face upwards on the
table for visual inspection by the first participant or
participants to arrive at the table. The cards will be
spread out by deck according to suit and in sequence
within the suit.

(3) After the first participant or participants are
afforded an opportunity to visually inspect the cards,
the cards will be turned face downward on the table,
mixed thoroughly by a "washing" or "chemmy shuffle" of
the cards and stacked.

(4) Immediately prior to commencement of play and after
each shoe of cards is completed, the dealer or the
electromechanical card-shuffling device will shuffle the
cards so that they are randomly intermixed.

(5) After the cards have been shuffled, the dealer will
offer the stacks of cards, with backs facing away from
him or her, to the players to be cut.

(6) The player designated by paragraph (8) of this
section will cut the cards by placing the cutting card in
the stack at least 10 cards in from either end.

(7) Once the cutting card has been inserted by the
player the dealer will take all cards in front of the
cutting card and place them on the back of the stack
after which the dealer will insert the cutting card in a
position approximately one-quarter of the way in from the
back of the stack. The stack of cards will then be
inserted into the dealing shoe for commencement of play.

(8) The player to cut the cards will be the player at
the farthest point to the right of the dealer unless the
game is just beginning in which case it will be the first
player to the table.

(9) If the player designated in paragraph (8) of this
section refuses the cut, the cards will be offered to
each other player moving counter-clockwise around the
table until a player accepts the cut. If no player
accepts the cut, the dealer will cut the cards.

The Play.

(1) All cards used to play at Red Dog will be dealt from
a dealing shoe specifically designed for such a purpose
and located on the table to the left of the dealer.

(2) Each dealer will remove cards from the shoe with his
or her left hand, turn them face upwards, and then place
them on the appropriate area of the layout with his or
her right hand.
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After each full set of cards is placed in the shoe, the

dealer will remove the first card therefrom face downwards and
place it in the discard rack which will be “located on the
table immediately in front of or to the right of the dealer.
Each new dealer who comes to the table will also burn one card
as described herein before the new dealer deals any cards to
the players. The burn card will be disclosed if requested by
the player.

(e)

(4) For each round of play, the dealer will place the
first card, face upwards, on the box farthest to his
left. The dealer will then place the second card, face
upwards, on the box farthest to his or her right.

(5) If the initial two cards dealt have values that are
consecutive, the dealer will announce "The cards are
consecutive--Tie Hand" and the round of play will be
concluded.

(6) If the initial two cards dealt are a pair, the
dealer will announce "We have a Pair" -- and will
immediately draw a third card and place it face up in the
middle box.

(1) If the third card dealt makes a 3-of-a-kind,
the players will win and be paid.

(ii) If the third card dealt does not make a
3-0f-a-kind, the dealer will announce "No 3-of-a-
kind--Tie Hand" and all wagers will be voided.

(7) Whenever the initial two cards dealt are neither
consecutive nor a pair, the dealer will announce the
spread and will place a marker on the corresponding
spread on the layout. Prior to dealing a third card, the
dealer will announce "Raises Closed".

(8) After all raise wagers have been placed, the dealer
will draw a third card, place it face upwards on the box
between the initial two cards and announce the value of
the third card. At this time, the dealer will collect
all wagers or pay all wagers.

(9) At the conclusion of a round of play, all cards on
the layout will be picked up by the dealer and placed in
the discard rack.

(10) Whenever the cutting card is reached in the deal of
the cards, the dealer will continue dealing the cards
until that round of play is completed after which he or
she will reshuffle the cards.

Hagers.
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(1) Except as otherwise provided in this section, wagers
must be made prior to the first card being dealt for each

round of play.- -

(2) All wagers at Red Dog will be made by placing gaming
chips on the appropriate area of the Red Dog layout
except that verbal wagers accompanied by cash may be
accepted provided they are confirmed by the dealer and
gaming facility supervisor at the table, and such cash is
expeditiously converted into gaming chips in accordance
with gaming facility procedures governing the acceptance
and conversion of such instruments. The cash received
from a verbal wager will not, under any circumstances, be
returned to a player.

(3) Once the first card of each round has been removed
from the shoe by the dealer, no participant will handle,
remove or alter any wagers that have been made until a
decision has been rendered and implemented with respect
to that wager.

(4) No player will be permitted to wager on more than
one betting area.

Payoffs.

(1) All wagers at Red Dog will be made by placing gaming
chips on the appropriate area of the Red Dog layout. The
"gpread" for each round of play will be a number from 1
to 11 inclusive and will be determined by the number of
cards whose value can fall between the wvalues of the
initial two cards dealt from the shoe. An example of
this rule is as follows: If the initial two cards dealt
are a 4 and a 7, then the spread will be 2 (i.e., two
cards, a 5 and 6 have a value that falls between 4 and
7).

(2) The player will win if:

(1) The value of the third card dealt from the
shoe is between the values of the first and second
cards dealt from the shoe; or

.(ii) The three cards dealt from the shoe all have
the same value. This will be known as a "3-of-a-
kind" and will be paid at odds of 11 to 1.

(3) Provided the initial two cards dealt are not a pair,
a player will lose when the value of the third card dealt
from the shoe is not between the values of the first and
second cards dealt from the shoe. A third card which has
the same value as either the first or second card is not
deeged to be between the values of the first and second
cards.
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(h)

(1)

(4) A wager made in accordance with this section will be
voided whenever: . e o

(1) There is no spread (i.e. the values of the
first two cards are consecutive); or

(1i) The initial two cards dealt are a pair and
the third card dealt does not make 3-of-a-kind.

Raise Wagers.

(1) Provided there is a spread after the initial two
cards have been dealt, a player will have the option to
make a raise wager in support of his or her original

wager by placing on the designated area of the layout an
amount not in excess of the player's original wager.

(2) All raise wagers will be placed immediately after
the first two cards have been dealt and prior to the
third card being dealt.

(3) All raise wagers must be placed prior to the dealer
announcing "Raises Closed". No raise wagers shall be
made, increased or withdrawn after the dealer has
announced "Raises Closed".

(4) All winning raise wagers will be paid at the same
odds as the original wager. :

. larities.

(1) A card found turned face upwards in the shoe will
not be used in the game and will be placed in the discard
rack.

(2) A card drawn in error without its face being exposed
will be used as though it were the next card from the
shoe.

(3) If a third card is drawn and exposed to the players
prior to the dealer announcing "raises closed" the card
will be burned and the players will be given the option
of playing out the hand or calling the hand dead. Prior
to dealing another third card the dealer will return the
original wager and any raise wager to each player who has
chosen to call the hand dead.

Mlmmum-ﬂag.em_and_maxl‘ i i mum Hagam’-

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.
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24. ROULETTE. (*Amended 10/30/98)

(a)

Equipment.

(1) A standard table has a betting layout, a roulette
wheel and roulette balls.

(2) Wagers. All wagers at the roulette games'shall be
made with chips or non-value roulette chips. The color of
the non-value roulette chip indicates the player.

(3) Roulette wheels. Roulette shall be played on a
table having a roulette wheel of not less than thirty
(30) inches in diameter at one end of the table and a
corresponding roulette layout imprinted on the opposite
end of the table.

Each roulette wheel shall be of a single zero variety or
a double zero variety as described below:

(i) Each single zero roulette wheel shall have 37
equally spaced compartments around the wheel with
one marked zero and colored green and the others
marked 1 to 36 and colored alternately red and
black; and

(ii) Each double zero roulette wheel shall have 38
equally spaced compartments around the wheel with
one marked zero ‘and colored green, one marked
double-zero (00) and colored green, and the others
marked 1 to 36 and colored alternately red and
black.

(4) In the instance of a table offering fixed or
progressive jackpot wagers, such table shall also be
equipped with the following:

(i) For fixed jackpot games: a secondary wagering
layout which shall be a reduced size replica of the
conventional number betting area;

(ii) For progressive jackpot games: a(n)

1. bet sensor field which shall be a reduced
size 1replica of the conventional number
betting area. Each single number field

contains an LED which indicates game status.
A green LED indicates that the sensor is ready
to accept wagers, a red LED indicates that a
wager has been accepted for that number, and a
flashing LED indicates that wagers have been
situated on the winning number and with the
next spin a jackpot may be won;
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2. table terminal on which the dealer shall
accept progressive. This information is used,
in part, to determine how incremental
increases in the progressive jackpot amount;

3. progressive Jjackpot display which shall
indicate the current progressive jackpot
value; and

4. optical roulette reader which shall read
the roulette winning number and transmit it to
the table terminal and to the roulette
display.

A roulette table may offer either fixed or
progressive jackpot wagering, but may not offer
both types of jackpot wagering at the same time.

Roulette Personnel and Their Duties.

(1) A roulette table with a single or double layout is
usually worked by two persons. The person who spins the
wheel and deals the game is called the dealer. His or her
assistant is called a checker or check racker.

(2) Dealer. The dealer is in charge of the conduct of the
game. His or her main duties are: spinning the wheel,
throwing the roulette ball, announcing winners,
collecting losing wagers, paying off winning wagers, and
collecting, entering or placing jackpot wagers.

(3) Checker or Check Racker. The checker or check racker
separates and stacks the losing wagers that have been
collected or swept from the layout by the dealer. He or
she helps the dealer pay off winning wagers.

- The Play.

(1) The players begin making their wagers by placing
chips on the appropriate spaces of the conventional
layout. After making a wager on the conventional layout,
should the table be so equipped, a patron makes a jackpot
wager by placing a wager on a single-number or straight-
up bet on the secondary wagering area. For a progressive
jackpot wager to be valid, the dealer must accept such
wager at the table terminal. No jackpot wagers may be
accepted after the dealer verbally and physically
indicates no more will be accepted. The dealer starts
the wheel spinning in a clockwise or counterclockwise
direction, then flips the ball onto the bowl's back track
so that it travels in the opposite direction of the
wheel. Players may continue placing wagers, other than
jackpot wagers, while wheel and ball are in motion until
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the dealer calls: "No more wagers." He or she does this
as the ball slows down and is about to drop off the back
track. Wagers placed on the layout after this
announcement are not valid and must be returned to the
player or players.

(2) When the ball falls and comes to rest between any two
partitions of the wheel, it marks the winning number, a
0 or 00, the winning color, and any other permitted bet
that pertains to a winning number or symbol. The dealer
immediately announces the winning number and its color,
and he or she places a marker on the corresponding number
on the layout. The dealer also places a similar marker on
the secondary wagering layout. He or she then collects
all losing wagers from both layouts, not disturbing the
wagers resting on winning spaces, and except in the case
of winning jackpot wagers, pays off the winner or
winners. The symbols 0 and 00 win for the Nation gaming
operation all bets except those placed on 0 and 00.

(3) After collecting and paying all winning wagers, the
dealer removes the marker from the conventional layout
but leaves the marker on the secondary wagering layout
through the next spin. This number may not be selected
until a different winning number being rolled breaks the
order of succession or the round is completed by the same
winning number coming up two additional times in
succession.

Inside Bets.

(1) Single-number bet or straight-up bet. The player
places his or her wager squarely on one number on the
layout, making certain that the wager does not touch any
of the lines enclosing the number. This indicates that
the player is betting that number to win. Payoff odds are
35 to 1.

(2) The symbols 0 or 00. These can be played the same as
any straight or single-number bet by placing the wager on
either 0 or 00. Payoff odds are 35 to 1. -

(3) Two-number bet or split bet. The player places his or
her wager directly on any line separating any two
numbers. Any wager placed on the line separating the
second Dozen betting space from the 3rd Dozen betting
space shall be the same as a wager placed on the line
separating the 0 from the 00. If the winning number is
one of the two wagered on, the player wins. Payoff odds
are 17 to 1.

(4) Three-number bet or street bet. The player places his
or her wager on the outside line of the layout. This
indicates that he or she is betting the three numbers
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opposite the wager, going across the layout (street). If
the winning number is one of these three, the player
wins. Payoff odds are 11 to 1.

(5) Four-number bet, square bet, quarter bet or corner
bet. The player places his or her wager on the
intersection of the lines between any four numbers. If
any one of these four numbers wins, the player collects.
Payoff odds are 8 to 1. :

(6) Five-number bet or line bet. The player places his or
her wager on the line separating the 1,2,3.from the 0 and
00 spaces at a corner intersection. This indicates that
the player is betting that one of the numbers 1, 2 or 3,
or 0 or 00 will win. Payoff odds are 6 to 1.

(7) Six-number bet or line bet. The player places his or
her wager on the intersection of the side line and a line
between two streets. If any of these six numbers wins,
the player collects. Payoff odds are 5 to 1.

(e) Outside BRets.

(1) Twelve-number bet or column bet. The player places
his or her wager on one of the three blank spaces at the
bottom of the layout (some layouts have three squares
marked 1lst, 2nd, 3rd). This indicates that the player is
betting the 12 vertical numbers above the space wagered
on. Payoff odds are 2 to 1.

(2) Dozens or twelve-number bet. The player places his or
her wager on cne of the spaces of the layout marked Ist
12, 2nd 12 or 3rd 12. The 1st 12 indicates that the
player is betting on the numbers 1 to 12 inclusive; the
2nd 12, the numbers 13 to 24 inclusive; and the 3rd 12,
the numbers 25 to 36 inclusive. Payoff odds are 2 to 1.

(3) Low-number bet (1 to 18). The player places his or
her wager on the layout space marked 1 to 18, which
indicates that the player is betting on the numbers 1 to
18 inclusive. The payoff odds are even money.

(4) High-number bet (19 to 36). The player places his or
her wager on the layout space marked 19 to 36, which
indicates that the player is betting on the numbers 19 to
36 inclusive. The payoff odds are even money.

(5) Black color bet. The player places his or her wagerx
on a space of the layout marked Black. (Some layouts have
a large diamond-shaped design instead of the word Black.)
The player is betting that the winning color will be
black. The payoff odds are even money.
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(6) Red color bet. The player places his or her wager on
the space of the layout marked Red, or the red diamond,
and is betting that the winning color will be red. The
payoff odds are even money.

(7) Odd-number bet. The player places his or her wager on
the space of the layout marked odd. The player is betting
that the winning number will be an odd number. The payoff
odds are even money.

(8) Even-number bet. The player places his or her wager
on the space of the layout marked even. The player is
betting that the winning number will be even. The payoff
odds are even money.

Progressive or Fixed Jackpot Wagers

(1) To qualify to place a progressive or a fixed jackpot
wager a patron must first have made an inside bet or
outside bet as such terms are defined in this section.

(2) Fixed Jackpot Wager.

(1) The player may participate by placing a single
number bet or straight-up bet on a number on the
secondary wagering layout.

(ii) Should the number wagered upon win, that
number may not be selected by any other player for
wager during the next spin. The player selecting
the winning number wins a first level fixed jackpot
which shall be paid at not less than 1 to 1 odds.

(iii) Should the number wagered upon win for a
second consecutive time the player wins a second
level fixed jackpot amount, which shall not be paid
at less than 250 to 1 odds, and a change to win the
third level fixed jackpot amount on the next spin.
The number upon which the marker rests may not be
selected by any other player for wager during the
next spin. Should two or more players who have
selected the same number win for a second
consecutive time each winner shall be paid at not
less than 250 to 1 odds for their respective
wagers.

(iv) Should the number wagered upon win for a third
consecutive time the player wins the third level
fixed jackpot amount which shall not be paid at
less than 10,000 to 1 odds. Should two or more
players who have selected the same number win for a
third consecutive time the players shall both be
paid at not less than 10,000 to 1 odds for their
respective wagers. :
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(v) When a number wagered upon wins for a third
consecutive time all players that have a wager on
the secondary wagering area at that time may
receive a bonus award. The Nation gaming operation
shall individually notify, in writing, both the
Commission and the Board of the amount of such
bonus award no less than five (5) days prior to
permitting such an award of a bonus award and
thereafter may change the amount of such bonus
award upon five (5) days written notice to both the
Commission and the Board.

Progressive Jackpot Wager.

(1) The player may participate by placing a
single-number bet or straight-up bet on a number on

-the secondary wagering layout. This wager must be

accepted at the table terminal to be wvalid.

(ii) Should the number wagered upon win, that
number may not be selected by any other player for
wager during the next spin. The player selecting
the winning number wins a first level fixed jackpot
which shall be paid at not less than 1 to 1 odds.

(iidi) Should the number wagered upon win for a
second consecutive time the player wins a second
level fixed jackpot amount, which shall not be paid
at less than 250 to 1 odds, and a chance to win the
jackpot amount on the next spin. The number upon
which the marker rests may not be selected by any
other player for wager during the next spin.
Should two or more players who have selected the
same number win for a second consecutive time each
winner shall be paid at not less than 250 to 1 odds
for their respective wagers.

(iv) Should the number wagered upon win for a third
consecutive time the player wins the jackpot amount
which shall not be paid at less than one hundred
percent of the progressive jackpot as reflected on
the progressive meter at the time of the third
consecutive win. Should two or more players who
have selected the same number win for a third
consecutive time the players shall share in the
progressive jackpot equally.

(v) When a number wagered upon wine for a third
consecutive time all players that have a wager on
the secondary wagering area at that time may
receive a bonus award. The Ndtion gaming operation
shall individually notify, in writing, both the
Commission and the Board of the amount of such
bonus award no less than five (5) days prior
topermitting such an award of a bonus award and
thereafter may change the amount of such bonus
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(h)

award upon five (5) days written notice to
both the Commission and the Board.

Minimum Wagers and Maximum Wagers.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table. Payout odds shall be conspicuously
posted on a sign at each roulette table.

Irreqularities

(1) 1If no winning progressive wager occurs or is active
when the table terminal fails to register a progressive
wager or the progressive meter fails to  function
properly, the dealer shall call "No spin" and make a
visible hand motion indicating "No spin." All player
wagers shall be promptly returned. All gaming at the
progressive jackpot roulette table shall cease until the
table terminal device has been fixed or the dealer
declares that no progressive jackpot wagering is accepted
at said table and commences fixed jackpot or standard
roulette play.

(2) If a progressive wager is alive when a table
terminal fails to register a progressive wager or the
progressive meter fails to function properly after a
winning progressive wager occurs, the play shall continue
for that player's wager until potential progressive
jackpot wins are exhausted or the progressive wager
loses. Such wager shall be eligible for the progressive
jackpot amount reflected on the progressive meter at the
time of the table terminal or progressive meter failure.
No additional progressive jackpot wagers other than those
reflected at the time of table terminal or progressive
meter failure shall be accepted. At the conclusion of
the spins for the progressive jackpot amount, all gaming
at the progressive jackpot roulette table shall cease
until the table terminal device has been fixed or the
dealer declares that no progressive jackpot wagering is
accepted at said table and commences fixed jackpot or
standard roulette play.
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25.

SUPER PAN GAME.

(a)

(b)

(c)

(Q)

Equipment.

(1) At least six (6) decks of cards and at least one (1)
solid-colored cutting card. All 7's, 8's, 9's, and 10's
shall be removed from the decks.

(2) Three dice and a dice cup.

Value of the Cards.

The value of the cards in each deck shall be as follows:
(1) Any card from 2 to 6 shall have its face value;

(2) Any Jack, King or Queen shall have a value of ten;
(3) Any Ace shall have a value of one; and

(4) The "Point Count" of a hand shall be a single digit
number from 0 to 9 inclusive and shall be determined by
totaling the value of the cards in the hand. If the
total of the cards in a hand is a two digit number, the

left digit of such number shall be discarded as having no
value and the right digit shall constitute the point

-count of the hand.

Iypes of Wagers.

(1) Prior to the first card being dealt for any round of
play, each player at the game of Super Pan Game shall
make a wager against the gaming operation which shall win
if the "Player's Hand" has a point count higher than the
"Banker's Hand", and lose if that point count is lower
than the "Banker's Hand".

(2) All tie hands will neither win nor lose.

(3) All wagers shall be made by placing gaming chips on
the appropriate areas of the Super Pan Game layout. No
call bets will be accepted.

(4) Winning wagers shall be paid off at even money, less
any gaming operation commission or vigorish.

(5) All players' wagers are against the "Banker's Hand"
which is under the direction and control of the gaming
operation.

(6) The gaming operation may permit from one to six
people to wager on any one hand in "Super Pan Game".

The Shuffle.



(e)

(1) After receiving six or more decks of cards at the
table, the dealer shall sort and inspect the cards and
the floorperson assigned to the table shall verify the
inspection. _

(2) After the cards are inspected, the cards shall be
spread out face up on the table for visual inspection by
the first player or players to arrive at the table. The
cards shall be spread out in horizontal fan shaped
columns by deck according to suit and in sequence within
the suit.

(3) After the first player (or players) is afforded an
opportunity to visually inspect the cards, the cards
shall be turned face down on the table, mixed thoroughly
by a "washing" or a "chemmy shuffle" of the cards and
stacked.

(4) The floorperson or supervisor shall inspect the
three die for any visual defects. Any additional
inspections will be performed by the floorperson or
supervisor as he or she believes necessary.

(5) Immediately prior to commencement of play and after
each shoe of cards is dealt, the dealer shall shuffle the
cards so that they are randomly intermixed.

(6) After the cards have been shuffled, the dealer shall
offer the stack of cards, with backs facing away from the
dealer, to one of the players to be cut. If no player
accepts the cut, the dealer will cut the cards.

(7) The designated player shall cut the cards by placing
the cutting card in the stack at least 10 cards in from
either end.

(8) Once the cutting card has been inserted by one of
the players, the dealer shall take all cards in front of
the cutting card and place them on the back of the stack
after which the dealer shall insert the cutting card in
a position at least approximately one eighth of the way
in from the back of the stack. The stack of cards shall
then be inserted into the dealing shoe for commencement
of play.

(9) Prior to commencement of play, the dealer shall
remove the first card from the shoe and place it, and
additional amount of cards equal to the amount on the
first card drawn, in the discard rack.

The Play.

(1) At commencement of play, the dealer shall take the
dice cup from the right of the chip tray, shake it at
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least three times, and place the covered shaker on the
table.

(2) The dealer will call "no more wagers" prior to
uncovering the dice. No player may increase, decrease or
remove his or her bet at this time.

(3) The dealer will uncover the dice cup and announce
the total. The total will determine the first player.

(4) Starting at the first player and dealing clockwise,
the dealer will deal one card at a time to each position
having a wager, including the dealer, until each position
has a total of three cards.

(5) After the three cards have been dealt and before the
players are permitted to draw, all hands must be placed
face down in front of their respective bets.

(6) Starting with the first player and proceeding
clockwise, the dealer shall deal face downwards a maximum
of one additional card if the player signals for this
draw option, and that card is placed perpendicular to the
hand so that it may be identified as the "draw card".
Taking or not taking a card is the player's option.

(7) After all players have acted, the dealer will
announce "All hands set". The dealer shall then face the
"Banker's Hand" and place it in front of the chip tray.

(8) The dealer will announce the banker's card total.
If the "Banker's Hand" has a total of 0, 1, 2, 3, 4, or
5, he or she must draw. If the "Banker's Hand!" has a
total of 6, 7, 8, or 9, the dealer must stand.

(9) The draw card is placed to the right of the three
card hand.

{(10) The dealer announces the new total.

(11) Starting at the position designated by the first
player, and going clockwise, the dealer shall face the
players' hands.

(12) A wager against the gaming operation shall win if
the "Player's Hand" has a point count higher than the
"Banker's Hand" and lose if that point count is lower
than the "Banker's Hand". All tie hands will neither win
nor lose.

(13) Starting at the first player and moving clockwise,
all wagers are settled and cards are removed and placed
in the discard rack.



(£)

(g)

(14) The gaming operation may extract a charge (to be
known as a commission) on any amount won, not to exceed

10%. The gaming operation will ¢collect-the commission
from any winning wager at the time of the pay off.

(1) A card found face up in the shoe, shall not be used
in the game and shall be placed in the discard rack.

(2) A card drawn in error without its face being exposed
shall be used as though it were the next card from the
shoe.

(3) After the initial three cards have been dealt to
each player and a card is drawn in error and exposed to
the players, it will be declared "dead". The dealer
shall place it, and an additional amount of cards equal
to the amount on the exposed card, in the discard rack.

(4) Once the dice cup is opened, no player will increase
or decrease his or her wager.

(5) The player is responsible for protecting his or her
hand. If a hand is fouled through carelessness with
other cards, the player's wager is forfeited.

(6) Cards cannot be backed up. If a player is
mistakenly passed over during the draw, he or she has the
option of standing or receiving a draw card after all
other players have drawn, but before the dealer acts on
his or her hand.

(7) Any player or dealer having the wrong number of
cards has a fouled hand.

Mini 3 Maxi .

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.



26. UNDER AND OVER SEVEN.
(a) Equipment. : o
(1) A cage or chute.

(2) Two dice. If thrown, the dealer has at least five
dice in front of him or her, from which the shooter
selects two dice to roll.

(3) A table and layout with three betting spaces
reflecting a number "7", "Under 7" and "Over 7". If dice
are thrown, a table with an upright rail running around
the table's outside edges, forcing a rectangular
enclosure. This rail serves as a backboard and helps to
prevent the dice from falling off the table.

(b) The Play and 0dds.

(1) The player places the wager on any one of the three
spaces on the layout. The dice are thrown by the player
or dealer or tumbled in the cage or chute. A wager on
"Under 7" wins if the total of the two dice is 2, 3, 4,
5 or 6. The odds on this wager are even or 1 to 1. A
wager on "Over 7" wins if the total of the two dice is 8,
3, 10, 11 or 12. The odds on this wager are even or 1 to
1. A wager on the "7" space wins if the total of the two
dice is 7. The odds on this wager are 4 to 1.

(c) Minimum Wagers and Maximum Wagers.

The Nation shall determine the minimum wagers and maximum
wagers at each table. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on a
sign at each table.

w
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27. CARIBBEAN STUD. (*Amended 11/23/%4, 9/04/97)

(a) Eguipment. - Co LT
(1) A table layout with betting spaces for up to seven
players.

(2) A single deck of 52 standard playing cards.

(3) Display boards reflecting the amount of the
Progressive Jackpot.

(4) Meters recording the amount of the Progressive
Jackpot.

(5) An electromechanical card shuffling device.
(optional)

(b) The Object of the Game.

Each player wagers that his or her five card hand
will be higher in value than the dealer's hand. The players and
the dealer are not permitted to discard and draw any additional
cards. '

(c) The Play.

After the cards are thoroughly shuffled by the
dealer or the card shuffling device, each player may place an
original wager in the betting space marked Ante. Players, after
making an ante wager, have the option of making a Progressive
Jackpot bet by depositing a token or cheque into the appropriate
coin-drop located on the layout.(Players win all or part of the
Progressive Jackpot with hands of: Royal Flush, Straight Flush,
Four of a Kind, Full House or Flush.) Starting with the player
seated to the dealer's extreme left, five cards are dealt face-down
to each betting position in a clockwise manner, including the
dealer. The dealer then turns over one of his or her cards.

After reviewing his or her five card hand, each
player has the option to “"fold" or "play." Players deciding to
fold return their cards to the dealer, who shall collect their Ante
wagers. Players deciding to play must place a wager equal to
exactly twice the amount of their Ante wager in the space marked
"Bet." After all of the players have made their decisions the
dealer turns his or her four face-down cards face-up.

If the dealer's hand does not contain an Ace and a
King or higher card value, the dealer pays all Ante wagers even
money and returns all Bet wagers to the players. If the dealer's
hand contains an Ace and a King or higher card count, the dealer



compares his or her hand with each player's hand individually,
starting with the player on the dealer's extreme right and
proceeding around the table in a counter-c¢lockwise-direction. If
the dealer's hand is higher than the player's hand, the player's
Ante and Bet wagers are collected by the dealer, along with the
player's cards.

If the player's hand is higher than the dealer's

hand the player's Ante Wager is paid at even money and the player's
Bet wager is paid according to the following schedule:

(d) PRayouts.
(1) Caribbean Stud:

1 pair. . . . . . . even money
2pairs . . . . . . 2 to 1*
3 of aKind . . . . 3 to 1%
Straight. . . . . . 4 to 1*
Flush . . . . . . . 5 to 1*
Full House. . . . . 7 to 1*
4 of a Kind . . . . 20 to 1*
Straight Flush. . . 50 to 1%
Royal Flush . . . .100 to 1+

* (up to the table maximum payout)

, (2) Progressive Jackpot: Regardless of the card count of
the dealer's hand, a player who has placed a Progressive Jackpot
bet and has a hand that qualifies for the Progressive Jackpot will
win the Progressive Jackpot amount appropriate to his or her hand,
according to the following schedule:

Royal Flush 100% of the Jackpot
Straight Flush 10% of the Jackpot
4 of a Kind $500.00
Full House $100.00
Flush $ 50.00

If two or more players qualify for all or part of the
Progressive Jackpot during the same hand, the winners will share
the jackpot prize as an aggregate.

(e} Irregularities.

(1) If any player is dealt an incorrect number of cards
this constitutes a dead hand for this player only.

(2) If the dealer is dealt an incorrect number of cards
this constitutes a dead hand for all hands at the table, and the
cards are reshuffled.
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(3) Players may not exchange information regarding their
hands. Violations shall constitute dead hands and shall result in
the forfeiture of the offending players'" Ante wagers and Bet
wagers.

(4) When the dealer and player(s) have an Ace and a King
or identical pairs, the winning hand is determined by the next
highest point value card. 1In the event that the dealer and player
have been dealt identical hands, that hand is a push.

(£) Minimum Wagers and Maximum Wagers.

The Nation shall determine the minimum wagers and maximum
wagers at each table including the value of the tokens or cheques
used in the Progressive Jackpot. The amounts of the minimum wagers
and maximum wagers shall be conspicuously posted on the sign at
each table.

Y
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28. LET IT RIDE. (*Amended 11/23/94, 2/23/95, 9/18/97)

(a) EgQuipment.

(1) A table with a Let It Ride layout which provides
betting areas for up to seven players. The layout shall
indicate the returns on various hand combinations as
specified in subsection (d). Within each betting area
there are:

(A) three betting spaces, referred hereafter as
Bet 1, Bet 2 and Bet §; and

(B) a betting space for a Tournament Bet equipped
with an indicator light, which is
automatically illuminated after the bet 1is
placed and shall remain lighted until the end
of each game to serve as evidence that a
Tournament Bet had been placed in that betting
space. '

(2) A single deck of fifty-two (52) standard playing
cards, unless an electromechanical card-shuffling device
is utilized, in which case two (2) alternating decks of
fifty-two (52) cards with backs of the same design and
different colors shall be utilized.

(3) An electromechanical card-shuffling device
(optional).

(4) A central computer linked to each Let It Ride
table's electronic table controller and electronic
message center (if applicable), communicating and
collecting accounting data and game-related information
to be forwarded to the Nation gaming operation.

(5) An electronic controller, attached to each table,
linked to a «central computer  which communicates
accounting data and other game-related information

(6) One or more optional electronic megsage center(s),
linked to the central computer and displaying game-
related information relayed to it by the central
computer.

(b) The Object of the Game.

Each player wagers that his or her five card poker
hand will equal or exceed a pair of Tens or higher poker hand and
be paid according to subsection (d). Players at a Let It Ride
table also may wager an additional amount which will entitle the
player to supplemental bonus if the player achieves a certain hand
combination as listed on the table layout. Additionally, certain
hands entitled to bonus awards shall permit the winner to
participate in a Let It Ride Tournament playoff.



(c) The Play.

Each player shall be responsible for the placement
of their wagers and, if applicable, to ensure his or her Tournament
wager indicator light is illuminated on the Let It Ride layout when
a Tournament wager is made.

(1) After the deck of cards is thoroughly shuffled by
the dealer or card shuffling device, each player places
three wagers of equal value onto the Bet 1, Bet 2 and Bet
$ Dbetting spaces. If the Let It Ride table is so
equipped, players may place a separate wager as a
Tournament Bet in the appropriate betting space at this
time, causing the indicator light to illuminate, thereby
evidencing that a wager has been placed in that betting
space. The dealer shall ensure that the indicator light
for each Tournament Bet space remains illuminated after
each wager is collected by the dealer. To be eligible to
place a Tournament Bet, each player must also place
wagers in the Bet 1, Bet 2 and Bet $ betting spaces. No
Tournament Bets shall be placed after the dealer
announces and signals "no more bets", makes a visible
hand motion indicating no more bets are accepted. The
dealer, starting with the player seated the dealer's
extreme left and continuing in a clockwise manner, deals
three face-down cards to each of the players and three
face-down dealer's cards to himself or herself. Two of
the face-down dealer's cards are placed, side-by-side,
into the appropriate spaces located in front of the
cheque rack, and are referred to as "Community Cards."
The remaining dealer's card is burned.

(2) Each player is then permitted to view his or her own
three face-down cards and, based on the poker value of
the three cards, is offered the option to either let the
three bets continue ("ride") or regquest that the dealer
return the Bet 1 wager.

(3) The dealer turns one of his or her cards face-up and
this Community Card is considered to be the fourth card
for each player at the table. Once again, players are
offered the option to either let the bets ride or request
that the dealer return one of the remaining wagers. The
player must let the Bet $ wager ride. The Bet § wager
cannot be returned to the player.

(4) Players place their three face-down cards on the
table under the Bet $ wager.

(5) The dealer turns his or her remaining card face-up
and this Community Card is considered the fifth and final
card for each player at the table.



(d)

(6) Starting with the player seated on the dealer's
extreme right and continuing in a counter-clockwise
manner, the dealer collects the cards and losing wagers
of the players whose hands do not contain a pair of Tens
or higher poker hand.

(7) Each of the remaining wagers placed by players
possessing hands which contain a pair of Tens or higher

hand shall be paid according to the schedule of payouts
listed in subsection (d).

Payout Qdds.*
(1) Let It Ride

Pair of Tens or Better 1-1 (even money)

Two Pairs 2-1

Three of a Kind 3-1

Straight 5-1

Flush 8-1

Full House 11-1

Four of a Kind 50-1

Straight Flush - 200-1

Royal Flush 1000-1

* The aggregate prize limit per table, per round,

shall be determined by the Nation and shall be
conspicuously posted at each table. ’

(2) Tournament Bonus Payouts

In addition to winning the Let It Ride payout listed in
subparagraph (1) above, a player who placed a wager on a
Tournament Bet and receives a certain hand combination as
listed on the table layout qualifies for a Tournament
Bonus payout. The amount of the Tournament Bonus payout
shall be predetermined by the Nation gaming operation and
must be conspicuously posted on each Let It Ride table
layout.

(3) The Tournament Playoff Round

In addition to winning both the Let It Ride payout listed
in subparagraph (1) above and the Tournament Bonus payout
listed in subparagraph (2) above, a player who placed a
wager on a Tournament Bet and qualified for a Tournament
Bonus payout by achieving a certain hand combination as
predetermined by the ©Nation gaming operation and
conspicuously posted at each Let It Ride table is
automatically qualified to participate in a Tournament
playoff. The Tournament playoff, to be held at a
frequency determined by the Nation gaming operation, is
open to qualifying contestants who compete by playing the
basic Let It.Ride game, wagering with non-redeemable
gaming cheques provided by the Nation gaming operation.
Tournament playoff prizes, predetermined by the Nation
gaming operation and announced prior to the Tournament
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(e)

(£)

playoff, are awarded to all players as they compete
through several rounds of elimination for an opportunity
to advance to the final round. Prizes awarded for
Tournament playoff play must be prominently listed and
conspicuously displayed at each table where a Tournament
playoff round takes place.

In the final round, after a fixed number of hands have
been played, the players are ranked according to their
non-redeemable gaming cheque totals. Prices,
predetermined by the Nation gaming operation, are
distributed to each of the finalists.

: .

(1) If any player is dealt an incorrect number of cards,
this constitutes a dead hand for this player only.

(2) If the dealerx ié dealt an incorrect number of cards,
this constitutes a dead hand for all players.

(3) Players may not exchange information regarding their
hands. Violations shall constitute dead hands and shall
result in the forfeiture of the offending players!'
wagers.

(4) A card that is found face up while the cards are
being dealt shall not be used in the game and shall be
placed in the discard rack. If more than one card is
found face up during the dealing of the cards, all hands
shall be void and the cards shall be reshuffled.

(5) If the Tournament Bet illuminator fails to function
properly at any player position, no Tournament Bets may
be accepted at said position. Failure of such
illuminator shall not impair the ability of the Nation
gaming operation from utilizing said table or position
for standard, non-Tournament Let It Ride games.

The Nation gaming operation shall determine the

minimum and maximum wagers and the value of the tckens at each

table.

The amounts of the minimum and maximum wagers and the value

of the tokens shall be conspicuously posted on a sign at each

table.

(g)

Procedural Matters

(1) The Nation gaming operation shall notify, in
writing, the Commission and the Board no less than five
(5) days prior to permitting an award of a supplemental
bonus award as defined in paragraph (d) subsection (2)
above, for hands other than a Straight or better.

(2) Prior to the initiation of acceptance 'of Let It Ride
Tournament Bets, the Nation gaming operation shall notify
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in writing the Commission and the Board which hand
combinations shall automatically qualify patrons for
participation in Let It Ride Tournaments. The Nation
gaming operation shall notify the Commission and the
Board in writing no less than five (5) days in advance of
any change to hand combinations automatically qualifying
the patron to participate in a Let It Ride Tournament
playoff.

(3) The Nation gaming operation must conspicuously post
the date and time for the Let It Ride Tournament playoff
in which patrons with qualifying hands achieved each day
may participate.

(4) Prizes to be offered at any Let It Ride Tournament
playoff shall be announced and conspicuously posted no
less than seven (7) days prior to the commencement of
such Tournament playoff.
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29. INSTANT MULTI-GAME. (*Amended 11/23/94)
(a) Equipment. . - LT e

(1) a fault-tolerant central computer, with Supporting
hardware and software, to coordinate network activities,
provide sgystem interface, and store and manage g
player/account database.

(2) A network of five or more contiguous player terminals

(3) One or more electronic selection devices, utilizing
random number generators, each of which selects any
combination or combinations of numbers, colors or symbols
for a network of player terminals.

(4) One or more cashier or teller terminals at both central

(b) PRlay.

(1) A player participates in Instant Multi-Game by first
depositing cash at an Instant Multi-Game cage or remote
cashier's terminal. a combined deposit/winnings account
for the Player is created in the central computer and he

identification card containing the Player's name ang
account number. The player also selects 3 personal
identification number ("PIN") at the time the account
number or bersonal identification card is issued.

(2)  Each Instant Multi-Game player terminal contains a video
monitor with touch-screens or buttons for player
interaction. To begin play, the Player inserts hig or
‘her personal identification card and enters his or her
PIN (or enters an account number and PIN) at a player
terminal. The video monitor displays one or more Instant
Multi-Game choices, ranging from Instant Keno to Instant
Bingo. o

(3) Once a game has been selected, ‘the Player enters the

deducts the amount of the wager from the player's
deposit/winnings account, The video monitor on the
pPlayer terminal displays the amount wagered, the funds
remaining in the deposit/winnings account, and the game
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number.

(4) Before any game begins, a player also may make certain
selections required by the rules of each game, including
the decision to participate in each game and the
selection of a pre-determined amount of numbers, colors
and/or symbols.

(5) At regular intervals, each electronic selection device
randomly generates a pre-determined amount of numbers,
colors and/or symbols, as required by the rules of each
Instant game. The numbers, colors and/or symbols chosen
by an electronic selection device are simultaneously
displayed on the video monitor of each player terminal
participating in a particular Instant game. Any number,
colors or symbols chosen by the player are also displayed
on his or her video monitor, with any winning match or
matches of numbers, colors or symbols suitably
highlighted or displayed on each player terminal.

(6) In Instant Multi-Game, all games offered at each player
terminal are played automatically according to pre-
established time sequences, regardless of whether or not
wagers have been made by any player. Since all Instant
games operate continuously, players cannot and do not
activate any of the offered games or electronic selection
devices from any of the player terminals.

(7) After each Instant game has been played, the central
computer records the result of the game selected at each
activated player terminal and credits any winnings to the
player's deposit/winnings account. Winnings in each game
are determined using a fixed payout schedule.

(8) When the player has finished playing Instant Multi-Game,
he or she exits the game by using the appropriate touch-
Screen command or button on the player terminal and
returning to an Instant Multi-Game cage or remote
cashier's terminal. The central computer reports the
amount remaining in the player's deposit/winnings account
and, after proper identification has been presented to
the cage or remote terminal personnel, the balance of
these funds is redeemed by the player.

(9) Brochures and other material designed to inform the
general public about participating in Instant Multi-Game
shall be distributed at each location where Instant
Multi-Game is played.

() PRrizes.

Winners at Instant Multi-Game may receive cash, prizes
redeemable for cash, or merchandise, at the discretion of the
Nation. If merchandise pPrizes are to be awarded, the specific type
of prize or prizes which may be won must be disclosed to the player
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before the game begins.

(d) Payoff Odds.

Payoff odds shall be determined by the Nation. The
payoff odds for all winning combinations shall be conspicuously
posted on a sign and printed in the brochures available at each
location where Instant Multi-Game is played.

(e) Minimum Wagers and Maximum Wagers.

The Nation shall determine the minimum and maximum
wagers. The amounts of such wagers shall be conspicuously posted
as described in subsection (d) above.

(f) Instant Game Rules.

(1) Instant Keno. The video monitor of each player terminal
contains a matrix, grid, or box with up to 80 numbers and
a separate display showing the game number, wager amount,
and the player's combined deposit/winnings balance. A
player selects up to 20 numbers, as designated by the
gaming operation, and determines his or her wager

amount. A player also may have his or her numbers
randomly selected at each player terminal through the
initiation of a "Quick Pick" function. At regular

intervals, the electronic selection device randomly
generates up to 25 numbers, as designated by the gaming
operation, from a pool of 80 numbers. The numbers chosen
by the electronic selection device are simultaneously
displayed on the matrices of each player terminal
selecting the Instant Keno game. Numbers matching a
player's selected or "Quick Pick" numbers are highlighted
on the matrices of each remote terminal. Winnings in
each game are determined using a fixed payout schedule.
Instant Keno progresses at regular, pre-established time
sequences, regardless of whether or not any player
wagers are made. Since Instant Keno operates
continuously, players cannot activate a game from any of
the player terminals.

(2) Ipstant Iotto. In Instant Lotto, the video monitor of
each player terminal contains one or more matrices,
boxes, or tickets displaying a pre-determined set of
numbers and a separate display showing the game number,
wager amount, and the player's combined deposit/winnings
balance. A player selects a pre-determined amount of
numbers, as designated by the gaming operation, and
determines his or her wager amount. A player also may
have his or her numbers randomly selected at each player
terminal through the initiation of a "Quick Pick"
function. At regular intervals, the electronic selection
device then randomly generates a pre-determined amount of
numbers from a finite pool of numbers. The numbers
chosen by the electronic selection device are
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(3)

simultaneously displayed on the player's video monitor.
Numbers matching the player's selected numbers are
highlighted on the video - monitor of each player
terminal. Players with any matches are then paid
according to a fixed payout schedule. Instant Lotto
brogresses at regular, pre-established time sequences,
regardless of whether or not any player wagers are made.
Since Instant Lotto operates continuously, players may
not activate a game from any of the player terminals.

Instant Bingo. The video monitor of each player terminal
contains one or more bingo cards, each displaying a pre-
determined set of numbers, and a separate display
showing the gamé number, wager amount, and the player's
combined deposit/winnings balance. A player selects the
bingo card or cards which he or she wants to play and
determines his or her wager amount. At regular
intervals, the electronic selection device then randomly
generates a pre-determined amount of numbers from a
finite pool of numbers. The numbers chosen by the
electronic selection device are simultaneously displayed
on the player's video monitor. Numbers matching or
covering the player's numbers on each selected card are
highlighted on each player terminal. Players with any
winning patterns are then paid according to a fixed
payout schedule. Instant Bingo progresses at regular,
pre-established time sequences, regardless of whether or
not any player wagers are made. Since Instant Bingo
operates continuously, players may not activate a game
from any of the player terminals.

Instant Single- or Multi-line. The video monitor of each
player terminal contains a matrix or box with 3, 6, or 9
numbers, colors or symbols and a separate display showing
the game number, wager amount, and the player's combined
deposit/winnings account. As determined by the gaming
operation, each player chooses a pre-determined amount of
numbers, colors and/or symbols and determines his or her
wager amount. A player also may increase his or her
wager by selecting up to 3 horizontal, 3 vertical, and 2
diagonal lines of 3 symbols each and wagering 1 unit for
each combination chosen or for the entire field of play.
At regular intervals, the electronic selection device
randomly generates 3, 6, or 9 numbers, color or symbols
from a finite pool of numbers, colors or symbols. Any
numbers or symbols chosen by the electronic selection
device can be displayed as fruit, bars, bells, jewels,
animals, flags, stars, sevens, or other symb